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Avalon Hill Philosophy Part SO 


The post ORIGINS issue is traditionally my 
annual political harangue about what's right and 
wrong with the hobby so why should this year be 
any different? The sixth annual ORIGINS na¬ 
tional convention was an interesting mixture of 
highs and lows which will be reported on in sun¬ 
dry tones throughout the hobby press. As such, 
it appears to be fair game for this writer's slings 
and arrows. What follows is admittedly just one 
man's opinion of what transpired this year. 

ORIGINS continued to grow with an 
estimated total attendance of between three 
and four thousand, attracting a record number of 
exhibitors (104 boothes} with reports of several 
dozen others being turned away at the last 
minute for lack of space. Among them was GHQ 
whose miniatures stand had been a familiar sight 
at the first five ORIGINS. The fautt here lies both 
in the inadequacy of the site to accommodate 


the industry and the wait-to-the-last-minute at¬ 
titude of the various exhibitors to commit 
themselves to attendance. Unfortunately, the 
facilities were woefully inadequate to handle 
even this reduced number of displays. Despite 
reducing the square footage of individual booth 
spaces, the exhibits were packed in like so many 
sardines which, when coupled with the failure of 
the promised air conditioning, left exhibitors 
once again fuming about the conditions under 
which they had to operate. Very narrow 
walkways between booths left the exhibition 
area always crowded and sweltering. All in all, 
the exhibition area did not lend ORIGINS muchof 
a boost in terms of impressing the public with a 
prof e ss Eo n a i ly ru n sh o w. 


Continued on Page 42, Column 1 
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FORTRESS 

EUROPA 


June 1944. 

For over two years, the Allies have been gather¬ 
ing their forces in England, preparing the final plan 
and its execution. Over three million men have been 
assembled in England and Africa, The Allied 
Strategic Air Forces relentlessly strike at railroads, 
road networks, bridges, and industrial complexes in 
Germany, France, Belgium, and Holland, attempt¬ 
ing to soften up th^ German defense and slow 
German production. 

The target is Ht tier’s Fortress Europa. 

The Germans have a million and a half men to 
protect the Atlantic coast of Holland, Belgium, and 
France, as well as the Mediterranean coast of 
France, Believing the war will be won on the 
beaches, they have fortified much of the coastline 
with mines, bunkers, barbed wire, flooded areas, 
and gun positions: The Atlantic Wall, 

FOR TRESSiE UR OP A receates the Allied cam¬ 
paign in Western Europe from D-Day to March 
1945, The Allied player must select an invasion site 
and make a successful landing, break out of the 
beachhead, drive across France, and push deep into 
Germany, The German player must prevent the 
Allied invasion or else conduct an orderly 
withdrawal across France, constantly delaying the 
Allies, and then counterattacking in the winter. AN 
EPIC STRUGGLE. 

FORTRESS EUROPA is the successor to the 
highly acclaimed THE RUSSIAN CAMPAIGN. 
And while the mapboard area and the time frame 
are the same as those covered in D-DA Y , FOR - 
TRESS EUROPA is a tremendous step up, both in 
complexity and historical accuracy from both TRC 
and D-DA Y. In fact, the only remaining similarity 
to TRC in the AH version of FORTRESS 
EUROPA is the double impulse movement in the 
turn sequence. 

The completely new air system is quite involved, 
though still abstract in concept. In most games, the 
decisions involving the assignment of available air- 
craft to specific air missions will be the most crucial 
factor in deciding the winner. Special unit 
characteristics cover commandoes, rangers, 
paratroopers, Volkssturm units, and partisans. 
Other rules cover restricted German movement, 
realistic but simple supply rules and restrictions, 
limited armor effectiveness in other than clear ter¬ 
rain, sea movement, rail movement, invasion areas, 
and the panzer reserve. 

The basic game is thirty-seven turns long, but 
five scenarios are provided that cover parts of the 
campaign and range from seven to twenty-eight 
turns long. Sudden Death Victory Conditions 
(again, quite different from those of TRC) are 
included and will shorten most games if used, as 
well as increase the excitement throughout. But, no 
matter which game is being played, neither side has 
it easy and after a player has mastered the rules, he 
will have innumerable subtle strategies and tricky 
tactics to choose from. 

The game includes tw'o Allied OB Charts, two 
German OB Charts, an Aircraft Mission and 
Replacement Chart, a Time Record Chart, a 
22" X 24" mapboard, 520 counters, one die, and a 
sixteen page rulebook. Available for $15 from the 
Avalon Hill Game Co., 4517 Harford Rd., 
Baltimore, Maryland 21214. Add IO^d for postage 
and handling charges. Maryland residents please 
add slate sales tax. 
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course of an afternoon. In each game you get a 
mounted 16 ° x 3.3 * map board, CO/-style gamette 
box, 16 page rulebook, and 96 die-cut counters 
representing the drivers, teams, and chariots which 
do the racing and the Sesterces which are bet on 
them. 

CIRCUS MAXIM US is one of those games that 
comes along from time to time which is just plain 
fun to play. We know we have a winner on our 
hands when designers volunteer to stay late to 
playtest somebody else's game. Such was the case 
with CIRCUS MAXIMUS. Like WS&IM, KING¬ 
MAKER, and RAIL BARON before it. there was 
no shortage of volunteers to playtest CIRCUS 
MAXIMUS. In fact, AH developer Don Green¬ 
wood hated to finish it because it meant the end to 
his enjoyable Saturday afternoon playtests. 


Described elsewhere as SPEED CIRCUIT with dir¬ 
ty tricks, CIRCUS MAXIMUS indeed owes a great 
debt to the former as well as WIN, PLACE <£ 
SHO W in regards to its smooth playing and exciting 
mechanics. The combination of the former with the 
unique combat techniques of designer Michael 
Matheny has resulted in a game far more exciting 
than its predecessor’s in the AH “racing 1 ' stable, 
despite the bland ness of the track itself. 

Raied *2’ on the Avalon Hill Complexity Scale 
of 1 [Easy! to 10 [Hard], CIRCUS MAXIMUS is 
available directly from The Avalon Hill Game 
Company, 4517 Harford Rd, r Baltimore, MD 
21214 for $8 plus 10% postage and handling 
charges, Maryland residents please add 5% state 
sales tax. 


CIRCUS 

MAXIMUS 

Join us for a glimpse of the savage splendor and 
pageantry that was Rome as ordinary living rooms 
are vicariously transformed into one of the majestic 
arenas of the ancient world. Hark I Even now the 
blare of trumpets brings down a grudging calm 
upon the throng that fills the galleries thirsting for 
the thrills of the day's competition. This is the CIR¬ 
CUS MAXIMUS and assembled here from Spain, 
Thrace, Judea and the far corners of the Mediterra- 
nean are the champions of the ancient world to pay 
homage to the Emperor and vie for his gold. From 
your vantage point behind the matched grays of the 
House of Gaiius you watch as the sultry image is 
broken by Lhe clatter of late-arriving chariots 
approaching the starting line. To the extreme right 
is the veteran Phoenician who won his freedom last 
month in Athens but, like a moth to flame, is drawn 
back to the Circus in search of fame and fortune or 
a grisly end beneath the hooves of a following team. 
Next to the line are the chestnut brown Arabians of 
the Egyptian and the sturdy whiles of the Greek 
from Corinth, But of more immediate concern are 
t he jet black beasts of Messala, the defending cham¬ 
pion, but an arm's length away . Renowned for both 
his prowess as a driver and his murderous attacks 
on those who dare contest a corner with him, 
Messala is both the favorite of the crowd and feared 
by all who drive in the Circus. And today the hubs 
of the wheels on his chariot glisten in the midday 
sun. The Roman is using razor sharp scythe 
blades—a cruel threat to any wheel or horseflesh 
which ventures too near. You are all that stands be¬ 
tween him and the favorable inside position at the 
far corner. The blare of the trumpets once again 
stills the crowd and signals that all is ready. The 
days of bravado, valor, and raw courage live again, 
CIRCUS MAXIMUS is about to begin. 

CIRCUS MAXIMUS is a multi-player game of 
racing skill divided into three levels of play for 
players aged 12 and up. The Basic Game can be 
played with a minimum investment of Learning time 
as one player can quickly explain the game to inex¬ 
perienced participants. Yet, CIRCUS MAXIMUS 
is more than just a racing game. The drivers must 
choose whether to slow their teams in order to 
attack their opponents with whip and/or ram 
attacks, how to best defend against and evade such 
attacks by others, when to whip their own team into 
the stretch, or save their limited endurance to coax 
them through the all important corners. In the 
Advanced Game additional complexity is added in 
Lhe form of wrecks, dragged drivers, and critical 
wounds. The Campaign Game version allows par¬ 
ticipants to build an entire stable of chariot teams 
and drivers for use in a racing season of ten dif¬ 
ferent starEs. Wounds and experience gained in one 
race will affect the outcomes of future events. You 
can amass large fortunes with astute wagers, or be 
sold into slavery for going into debt - Bribes, drugs, 
and other forms of skullduggery can ruin even the 
best plans of those who have not countered with 
adequate security forces. 

CIRCUS MAXIMUS is best played with eight 
participants but can be played by any number from 
one to ten or more. Like most multi-player games it 
is extremely well balanced and easy to learn, yet 
challenging and exciting to play. The average play¬ 
ing time of two hours enables several plays in the 
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FIRST IMPRESSIONS 

An Introduction to Squad Leader Plus TWO By Bob Med row 


SQUAD LEADER enthusiasts need no in¬ 
troduction to Bob Med row, but for those who do, 
the story goes further than that green 8-1 leader 
counter with the same name. Bob was instrumental 
in elimination of more problems than / care to 
remember in the initial SQUA D LEA DER gamefor 
which he won the Royal Order of the MVP, my un¬ 
dying gratitude, and half a game store , Since then 
he ’s been more than just a little active in the gamette 
playtests and has battled relative newcomers tike 
McNamara and Mishear} to the wire for later MVP 
honors. Having lost that title with the last two 
garnet tes he's made up for it by winning the Annual 
Editor’s Choice Awards for his first two First Im¬ 
pressions ’ 1 articles. By the looks of this fine piece of 
analytical writing he is sure to be among the 
nominees for a third. 

Thus is my third article to be concerned with 
SQUA D LEA DER and/or Lhe gamettes which have 
followed upon its heels. The first of these appeared 
in Volume 14, No. 5 of The General and dealt with 
certain basic aspects of theSL system, with the em¬ 
phasis placed upon the infantry* There was also a 
discussion of the first three scenarios. Volume 15, 
No. 6 contained an extensive discussion of the ar¬ 
mor gamcas modified by the publication of CROSS 
OF IRON. In addition, each of the eight COI 
scenarios received some attention. As did the first 
two, this article rests upon a foundation composed 
of playtest experience, the writings of others, and 
discussions with other gamers. 

This article covers three major topics: the most 
significant ways in which COD modifies or extends 
the SL -COI system; an in-depth look at certain 
aspects of both the old and the new artillery sys¬ 
tems; and a look at five of COD‘s twelve scenarios. 


Much of what you'll find here should be intelligible 
to anyone familiar with SL, and those of you into 
COf should have little trouble in following what 
COD has to offer, even if you’ve never seen the 
second gamette. 



nj»iir? I: One of the basic dilemmas, of SQUAD LEADED: is one 
big aiiacfc belter than two small ones? Had [he German started a 
squad in FJ he would doubtless have found out. 


The treatment of the first two topics is generally 
a hard one, meaning that you will find lots of 
numbers. The genesis for (his type of treatment 
goes back to the problems I first encountered dur¬ 
ing the pi ay testing of SL. By the very natures of the 
combat systems, many of the truths of liow they can 
really be expected to perform are not at all clear. 
Oh, the mechanics are clear enough. However, par¬ 
ticularly when two dice are being rolled, that 
doesn't mean that the outcomes are obvious enough 
to make a choice of tactics a simple thing. The very 
first SL scenario, The Guards Counterattack, com 
tains a situation that illustrates this quite nicely (See 
figure 1), If the German player sets up with a unit in 
F5, the Russian player could use his six squads in F3 


and G4 as a fire group and attack once on the 36 
firepower column. Or, he might consider having 
each stack attack separately, (hereby giving him 
two, weaker attacks, one of which he might not 
have to use if the first succeeded in breaking the 
German squad. If one selects the second approach 
there's then the question of whether or not CoL 
Berki should be placed where he can lend his -2 dice 
roll modifier ( hereafter DRM) to one of the at tacks* 


Now, it takes little thought to reach the conclu¬ 
sion that once one starts looking at things like the 
relative probabilities of success of the options 
described above, enormous piles of numbers can be 
generated* The real problem is then to determine 
which of these numbers will be of benefit to the 
serious, but not fanatical, player. My personal ob¬ 
jective in undertaking the types of calculations 
you'll be seeing here has been to establish 
reasonable doctrines for my cardboard commands. 
Pouring over a three-ring binder full of charts and 
tables during the course of a game is not my idea of 
Fun* but I do prefer to play intelligently. Thus, as 
you’ll see in the last section of the article. I’m 
perfectly willing in order to arrive at an in it ial set up, 
to consider the statistical nature of the effectiveness 
of a 37L AT Gun against a PzKwlB with its -3 ar¬ 
mor and its size modifiers, Without that type of 
knowledge it's awTully hard to decide w r hereto posi- 
tion that AT Gun. Now', enough game experience 
can, if you remember it all, accomplish the same 
end* But, for many of-us, both the remembering 
and the finding of enough playing time are beyond 
us. Hopefully, if you're interested in playing well, 
the kinds of information in these articles will help 
you handle the decision making required. 
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And, make no mistake about it, COD does add 
to the range of decision making required♦ It's prob¬ 
ably Tort unale for all of us that the step from CO! lo 
COD is a smaller one than was the one riom SL to 
COI. First, and probably most important, there is 
very little to unlearn. By my reckoning, less than 
5% of the rules in COD alter previous rules. Of 
these, the only significant changes are in connection 
with the offboard artillery mechanics. Secondly, 
only some 45% of the rules involve universal addi¬ 
tions. By this I mean additions that are, if you 
decide to use them likely to find application in most 
scenarios. The majority of what’s here will be used 
only occasionally. For the most part, this is because 
these rules consider specialized equipment or situa¬ 
tions. 

If COD does add to our burdens, it should also 
add to our awareness of two significant aspects of 
WWIJ. The educational aspects of this hobby we 
share have always meant more to some than to 
others. However, the contrast between the types 
and amounts of equipment and vehicles used tn the 
COD scenarios and what vve saw in CO! is im¬ 
mediately obvious. This contrast, in a very effective 
way, demonstrates ihe escalation in both military 
technology and the dollars-and-cents cost of 
fielding an army in jusl a few short years. If one 
fails to maintain a clear vision of that aspect of war, 
one cannot comprehend either the larger picture of 
WW][ or the world in which we now live. 

As to the other aspect. I’m sure that we’re all 
aware of various differences among the major 
combatants of WWII, but a sludy of the Allied 
vehicle lists is most enlightening. With all that’s 
been written about the topic it’s hardly a secret that 
France and England entered the war with Germany 
with a numerical superiority in AFVs and the rules 
pertaining to their use helps us to see some dif¬ 
ferences in philosophy between the opposing sides. 
As you look down the British list at what appeared 
as the war progressed, you will see that these dif¬ 
ferences continue. Note, if you will, the general lack 
of self-propelled artillery. Turreted vehicles arc 
there instead. The British preference for tank heavy 
armor organizations can be seen in the absence of 
halftracks. For those of you with ihe patience for it, 
a study of the entry dates of British, German and 
Russian AFVs provides some rewarding insights in¬ 
to the ability of each power to adapt to a changing 
battlefield. Yes, whether or not it pleases you to see 
wargames as history-ina-box, it’s In there in this 
series of games. 

Before looking at specifics, it is necessary to 
consider some basic aspects of probability. An ex¬ 
haustive knowledge is not necessary, but some facts 
are likely to prove useful, here and elsewhere. 

Mosi of the rolls made in the SL system are 
made with two dice. Because the numbers used in 
the system are the sums of the spots, the prob¬ 
abilities of the different outcomes are sometimes 
hard to visualize. The chance of rolling a *2’ is one 
in 36, the change of rolling a ‘3* is two in 36, and so 
on up to six chances in 36 to roll a *7/ After that the 
chances start falling: the chance of an l 8’ is five in 
.36, that of a k 9’ is four tn 36, and so on, with a 1 12’ 
once again having just one chance in 36. Before 
going on, it’s essentia! to stress that this does not say 
that the roll of a pair of honest dice will yield "2 1 just 
once, ‘3’ twice, etc,, in 36 casts. Remember, dice 
have no memory. 

The probability of something is equal to the 
ratio or the number of chances this something has 
of coming up to the total number of possible out¬ 
comes. With two dice the total number of outcomes 
is 36. Since the dice combinations (1,5), (2,4), (3,3), 
(4,2) and (5,1) all total six, there arc five chances, 
out of 36, of rolling a six. Thus, the probability of 
such a roll, to Five decimal places, is O.J3S89, or 
13,889%. In all of the tables in this article, prob¬ 
abilities are expressed as percentages. 


In most cases we’re interested in the probability 
of rolling at or below r a particular number. While 
the probability of rolling a six isO, 13889, the prob¬ 
ability of rolling six or less is the sum of the pro¬ 
babilities of rolling two, three, four, five or six. 
That will happen , on the average, 15 limes out of 36 
for a probability of 0.41667, 

Many of the game’s mechanics require more 
than one dice roll. For example, there are the 
separate TO HIT and TO KILL rolls involved when 
onboard ordnance fires at a vehicle. Suppose that a 
particular case requires a TO HIT roll of six or less 
and a TO K J L L roll o f eigh t or less. The probabili ty 
that two dice will yield eight or less is 0.72222. Since 
both rolls must be made in order to have a suc¬ 
cessful shot, the probability of making such a shot 
is equal to the product of both probabilities, 
0.30093, 


THE INFANTRY GAME 

In COI, the new armor rules seem to dominate 
most players 5 perception of what’s in that garnetle 
and the vehicle counters are among the most strik¬ 
ing components of both CO! and COD. As 
fascinating as I find the range of iron monsters 
spawned by WWII to be, however, the human side 
of that terrifying conflict is, for me, brought to life 
by the infantry. My opinions about SL and its 
children are hardly objective, bul ! feel quite 
strongly that the ways in which human frailties and 
strengths are demonstrated by the system is one of 
its strongest points. 


The Expanded Cast of Characters 

The conflicts surrounding the start of WWII in¬ 
volved quite a variety of troop types. To reflect this, 
infantry comes in at least three flavors for the 
French, the British, the Finns and (he Allied 
“Neutrals 11 (Poland, Belgium, Greece, the 
Netherlands and Norway). Of these, (he troops of 
England (except for the Home Guard) and Finland 
escape the penalty of a broken side morale value a 
poim or two below- their unbroken values. Reflect¬ 
ing their justly-famed stoutness under fire, Finnish 
squads possess i he uniq ue (for squads) ability to sei f 
rally and are not subject to a Desperation Morale 
penal ty, Since the t roops o f I he other Allied nations 
were not the same as the hastily trained soldiers 
both the Soviets and the Germans sometimes sent 
into battle, they do not suffer the added Inex¬ 
perienced Infantry penalties of section 94. 

A totally new type of soldier, the scout, makes 
his debut in COD. Various parts of other rules also 
making their appearance here have the net effect oT 
increasing the number of concealed and hidden 
units in play. As one would imagine, the function of 
a scout is to go looking for trouble. The mechanics 
of creating them are such that it is not possible to 
create a horde of skirmishes. While iheir introduc¬ 
tion does add to the decisions a player must make, it 
also adds a useful flexibility at liule cost. The pro¬ 
hibition against their production by Russian, 
French and non-Finnish minor country forces is but 
another way in which the system reflects the 
characteristics of the forces involved. 

Leaders have received little attention in the rules 
since their introduction in SL. The two sections in 
COD concerned with leaders do not alter their ac¬ 
tivities or abilities, but, do, effectively, increase 
their number slightly. The first of these rules allows 
for the possible creation of a leader when a squad is 
in a stressful situation: cither broken and adjacent 
to an unbroken enemy unit during a Rally Phase, or 
during Close Combat. The frequencies with which 
leaders can appear under these circumstances (one 
in 12 times and one in 36 times, respectively) are low' 
enough so t hat the inclusion of this rule will have lit¬ 
tle impact on play. Its appeal will be to those who 
delight in the sudden appearance of the unexpected. 


Much the same thing can be said for the second 
rule. This one allows Tor the wounding of a leader 
under certain circumstances which, previously, 
would have involved his outright elimination. The 
impact of this rule on a given scenario is limited to 
the possibility that an eligible leader will then pass a 
normal Desperation Morale MC (t.e., roll at or 
below- four less than his normal morale) and, 
thereby, have the option to remain on the board as a 
lightly wounded leader. This rule is probably more 
significant for those involved in campaign games. 


New Dangers 

As if there were not already dangers enough on 
the paper battlefield, we encounter some new' 
hazards here. One rule introduces HE critical hits 
versus infantry. These are possible only when the 
defender is in normally favorable terrain (e.g., in¬ 
side a building). The frequency of such hits is, for 
practical purposes, the same as that for critical hits 
versus AFVs. The effect is to reverse the normally 
favorable dice roll modifier (DRM). Units in 
woods who are spared a critical bit of this sort are 
subject to a -1 DRM on all indirect HE fire and all 
direct mortar Fire. The idea behind this rule is that 
at least some of the high angle incoming fire will be 
detonated by the trees, thereby producing more 
fragmentation damage than would be done by 
shells detonating upon contact with the ground. 
This same air burst effect could be produced, late 
in the war, over any terrain by proximity fused 
shells. ! imagine that 67 ANVIL OF VICTORY 
will provide us with a rule for that. 

A section entitled “Men Under Fire 5 ’ in¬ 
troduces the hazards of grounding, pinning, and 
cowering. In effect, these rules introduce an Infan¬ 
try Fire Table (IFT) result other than no effect, the 
breaking of a unit, or its elimination. The first of 
these, grounding, occurs whenever troops moving 
on land and on fool are hit by defensive fire 
resulting in a morale check (MC) which they pass 
by rolling the highest possible number that leaves 
them unbroken. This “near miss” results in the 
unit ending its movement then and there. The ef¬ 
fect is temporary and ends with the end of the cur¬ 
rent Movement Phase. Prep fire survived by an in¬ 
fantry unit by the same type of a dice roll causes 
the unit’s inherent firepower factor to be halved 
during the immediately following Defensive Fire 
Phase, and the unit is said to be pinned. 

My first concern about a rule like this is over 
the frequency w'ith which it will have an effect. 
Because it forms the basis for much of whai 
follows, the first Table to be presented shows the 
probability that a unit having the morale levels in¬ 
dicated will survive, alive and unbroken, the at¬ 
tacks indicated. The range of DRMs is dictated by 
this article’s emphasis on artillery fire. The column 
headings under “Attack” are the same as those on 
the IFT, 

A somewhat less extensive Table was discussed 
back in the first of these articles, so 1 ’ll be brief 
here. Most basically, a study of this Table is the 
starting point for gaining some systematic insight 
into what you can expect from attacks resolved on 
the IFT, Both offensively and defensively, this ts 
the logical starting point for the development of 
tactics. 

The immediate concern, however, is the extent 
to which these survival percentages are reduced by 
these two new rules, A rather simple qualitative 
answer can be found by examining the values in 
Table 2. As you can see, the DRMs for which this 
effect is greatest go from negative to positive as the 
FPF increases. Thus, if we look at a single negative 
DRM we see that the incidence of gounding or pin¬ 
ning generally decreases for increasing FPF, while, 
for a positive DRM, they increase. Such behavior 
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is quite plausible given the corresponding values in 
Table 1. For negative DRMs an increase in the 
FPF leads to a much greater reduction in survival 
than that seen for positive DRMs. 

The use of these rules is, of course, up to you, 
but, if one is used, so should the other. Together 
they are rather evenhanded, causing trouble for 
both attacker and defender. Overall, they should 
produce a noticeable, but slight, reduction in the 
tempo of events. 

This same section provides for something 
called cowering. Its mechanics arc quite simple. 
Whenever any IFT or Close Combat attack makes 
use of the inherent firepower of a squad or crew, 
rolling doubles causes the attack to be shifted one 
column to the left unless there is some kind of a 
leader involved in the attack. Table 3 shows how 
frequently such a shift will reduce the severity of a 
successful attack, where a successful attack is 
defined as one which causes at least a normal 
morale check (MC). This, then has nothing to do 
with whether or not the attacked unit passes its 
morale check. From the structure of the IFT a one 


column shift doesn’t necessarily cause a reduction 
in the IFT result. For example, rolling a pair of 
‘4’s’ in a 24 FPF attack with a zero DRM still 
causes the attacked unit to take a level 2 MC. 



Fire Attack Strength 

DRM 

4 

8 

16 

24 

-4 

3 

3 

3 

3 

-3 

7 

6 

8 

8 

-2 

4 

3 

6 

3 

- 1 

10 

7 

9 

11 

0 

m 

4 

6 

6 

+ 1 

20 

10 

10 

11 

+ 2 

17 

7 

8 

6 

+ 3 

33 

20 

14 

13 


Table 3. The percentage of successful attacks that are reduced in 
severity due to Cowering. 

According to the numbers in Table 3, cowering 
will become a more frequent result when the target 
has better protection. From what I’ve read con¬ 
cerning the time when soldiers did or did not fire 
this is historically correct. 


In Close Combat this rule is definitely preju¬ 
diced in favor of the player with the higher odds 
ratio attack. This situation is quite independent of 
whatever DRMs may be involved. As an example, 
for a zero Close Combat modifier, if you are 
attacking at 9 + -1, the only roll that would hurt 
you would be boxcars. At the other extreme, an at¬ 
tack at 1-6 can no longer be successful. 

Overall, this rule favors the defender (in a tac¬ 
tical sense) over the attacker. It also works against 
the Russians and any other troops having a small 
number of leaders. The effect, however, is small. 

“Chrome” is the word commonly used by many 
game reviewers to describe elements of a game 
which add to its sense of realism (or the amount of 
busy work) without, in most cases, having a great 
impact on how the game really works. On that 
basis, I think you’d have to call these rules chrome. 
Use them if they appeal to you. “Cowering” is my 
favorite of the group. 

Ever since Scenario 9, minefields have posed a 
hazard to both men and vehicles. While COD does 
introduce anti-tank mines as a separate type of 
mine, the more extensive, and interesting, part of 
the new' rules in this area deals with booby traps. 
Booby traps in particular, and minefields in 
general, help, 1 think, to interject a desirable 
amount of uncertainty into the proceedings. The la¬ 
ment over the amount of information a tactical 
game player has compared with what his real life 
counterpart had, has always been heard from those 
who seek after realism. These hidden menaces help 
redress this problem without any significant 
amount of mechanics induced pain. 

Normal minefields attack both when you enter 
and when you leave, and they continue to do so as 
long as troops enter their hex. Booby traps, 
specifically, doorway and stairway mines, will go 
off just once, unless they’re successfully disarmed. 
If, however, one does go off, the normal terrain 
modifier for the structure is reversed. When an 
enemy infantry unit enters such a hex, or attempts 
to use a booby trapped stairway, the existence of the 
trap is announced. Disarming such a device is possi¬ 
ble only if the movement in question takes place 
during the Advance Phase, or more than two MFs 
are utilized to enter the hex by the first unit to so 
move during the Movement Phase, or a leader with 
a negative leadership modifier is present in the hex 
when the attempt is made. 

Most commonly, there will be no effort at 
disarming possible or there will be a one-third 
chance of success for such an operation. The prob¬ 
ability of surviving in the first case can be read from 
the -2 and -3 rows in Table 1. Table 4 lists the prob¬ 
abilities of surviving in the second case. 


Attack 

1 

(-2) 

1 

(-3) 

2 

(-2) 

2 

(-3) 

4 

(-2) 

4 

(-3) 

Infantry 6 

80 

70 

70 

61 

61 

55 

Morale 7 

83 

75 

75 

66 

68 

60 

8 

86 

79 

79 

70 

74 

66 


Table 4. The probability that a unit will survive, alive and 
unbroken, the booby trap attacks indicated. 


When I first read this rule, one of my first 
thoughts was for the economics of these devices. A 
booby trap factor costs two normal minefield fac¬ 
tors. The DRMs are nice, but you aren’t even 
guaranteed an attack even if a unit stumbles across 
such a trap. In order to pursue the matter 1 
calculated the information in Table 5. To make a 
“bang per buck” comparison, compare the one 
factor attacks on Tables 1 and 4 with a two factor 
attack on Table 5. The survival possibilities are 
about the same for a booby trap in a wooden 
building if no disarming attempt is possible, one in 
a stone building where the usual attempt is possible, 
and a normal minefield attack. The same is essen¬ 
tially true for the next strongest attack. 


DRM 

Firepower Factors 
1/20 2/30 4/40 

(70,80) 

6/50 8/60 

(100) (120, 
150) 


12/70 16/85 
(200 +) 

20/100 

24/120 30/150 364-/200 + 

3—3 

56 

42 

32 

22 

16 


11 

7 

4 

2 


1 


0 

-2 

70 

56 

44 

32 

24 


17 

n 

7 

4 


2 


1 

j -1 

81 

70 

57 

44 

34 


25 

17 

11 

7 


4 


2 

0 

89 

81 

70 

57 

45 


35 

25 

17 

11 


7 


4 

+ 1 

95 

89 

81 

70 

58 


46 

35 

25 

17 


11 


7 

+ 2 

98 

95 

89 

81 

71 


58 

46 

35 

25 


17 


11 

+ 3 

100 

98 

95 

89 

81 


71 

58 

46 

35 


25 


17 

+ 4 

100 

100 

98 

95 

89 


81 

71 

58 

46 


35 


25 

+ 5 

100 

100 

100 

98 

95 


89 

81 

71 

58 


46 


35 



(a) Morale level of six 


| -3 

62 

49 

40 

28 

23 


17 

11 

8 

5 


2 


1 


-2 

75 

62 

52 

40 

32 


25 

17 

13 

8 


5 


2 

|-1 

84 

75 

64 

52 

43 


34 

25 

18 

13 


8 


5 

0 

92 

84 

76 

64 

54 


44 

34 

26 

18 


13 


8 

, 4- 1 

96 

92 

85 

76 

66 


55 

44 

35 

26 


18 


13 

4-2 

99 

96 

92 

85 

77 


66 

55 

45 

35 


26 


18 

• 3 

100 

99 

96 

92 

85 


77 

66 

55 

45 


35 


26 

4* 4 

100 

100 

99 

96 

92 


85 

77 

66 

55 


45 


35 

+ 5 

100 

100 

100 

99 

96 


92 

85 

77 

66 


55 


45 







(b) Morale level of 

seven 








' 1 ~ 3 

68 

56 

48 

36 

31 


25 

17 

13 

8 


4 


2 

- 2 

80 

68 

60 

48 

42 


35 

25 

20 

13 


8 


4 

f-1 

88 

80 

72 

60 

53 


45 

35 

28 

20 


13 


8 

0 

94 

88 

82 

72 

64 


55 

45 

37 

28 


20 


13 

+ 1 

97 

94 

90 

82 

74 


65 

55 

46 

37 


28 


20 

+2 

99 

97 

94 

90 

83 


75 

65 

56 

46 


37 


28 

+ 3 

100 

99 

97 

94 

90 


83 

75 

66 

56 


46 


37 

4-4 

100 

100 

99 

97 

94 


90 

83 

75 

66 


56 


46 

4-5 

100 

100 

100 

99 

97 


94 

90 

83 

75 


66 


56 







(c) Morale level of eight 







Table 1 . The probability that units having the morale levels indicated will 

survive, 

, alive and unbroken, the IFT attacks indicated. 

Fire Attack 
Strength 

4 

8 

16 

24 


Unit Morale 

6 

7 

8 

6 

7 

8 

6 

7 

8 

6 


7 1 

8 



-3 

6 

8 

9 

5 

7 

8 

3 

4 

6 

1 


2 

3 



-2 

6 

8 

9 

6 

8 

10 

5 

7 

8 

2 


4 

5 


D 

-1 

6 

7 

8 

7 

9 

10 

6 

8 

10 

4 


5 

7 


R 

0 

5 

6 

6 

7 

9 

10 

7 

9 

11 

5 


7 

9 


M 

4- 1 

3 

4 

4 

6 

8 

8 

7 

10 

11 

7 


9 

11 



4- 2 

2 

3 

3 

5 

6 

mam 

IBM 

9 

10 

7 


10: 

11 



i 3 

1 1 1 

3 

4 

4 

6 

8 

9 

8 


10 

11 


Table 2. The probability that various infantry units will be Pinned or Grounded as a result of some typical fire attacks 
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Thus, the decision for or against booby traps 
will not be made on economic grounds. This is as it 
should be. How, then, does one decide? The start¬ 
ing point is a recognition that these types of 
weapons are, loan extent dependent upon your op¬ 
ponent, largely psychological in character. By this I 
mean that they may make him nervous more fre¬ 
quently than they will blow away any significant 
number of troops. If any are to be used, they are 
probably best placed where they will be en¬ 
countered, if you ’re Iucky, early in the game. I f you 
can make him hesitate to use good shelter, or be 
cautious in entering a building, you slow' his lempo. 
In any event, the exercise of exploring lines of ad¬ 
vance from a foe's point of view' should prove 
useful. 

While on this same general subject. Table 5 also 
provides information concerning the effects of 
minefield density. As an example, which is more 
dangerous to attempt to pass through: a single hex 
with four minefield factors; two hexes, each 
containing two factors; or four hexes with one fac¬ 
tor in each? From Table 5, for a squad with a 
morale of seven, the probabil it ies of survival are 58, 
51 and 50%, respectively. These numbers are not 
radically different and constitute a general conclu¬ 
sion in all the cases considered. Thus, the logical 
conclusion is to use a larger number of low density 
minefields in order to increase the probable number 
of units walking into mined hexes. Unless you're 
dealing with a very cautious player, two factors per 
hex is probably a good, cost effective density. More 
hazardous fields should only be placed where there 
is an excellent chance of the enemy's entry into that 
hex. 


Over the River (and through the woods) 

About 15% of COD's rules are devoted to rivers 
and the things that go with them: bridges, boats, 
marshes and mudflats. That makes this general 
topic one of the longer ones in the rules, and a 
marvelous addition it is. I've placed it here because 
the most significant new r tactical problem posed by 
COD's rules is that of the opposed river crossing. 
And when all is said and done, that's an infantry 
operation. 

A bridged river also presents its challenges 
because of the drastic restrictions upon movement 
they impose. They also represent a wholly new type 
of objective. Wooden, stone, foot and pontoon 
bridge counters are provided, along with rules for 
their demolition. 

The boats, however, are what most attract my 
attention. Each of the three types of boats has its 
own individual character. The only self-propelled 
one, the sturmboat, is twice as fast as the others, 
more durable, and its inherent driver can make 
round trips without imposing a drain upon one's 
troops. Both of the slower, pneumatic rubber boats 
are paddle powered and require a crew' {for the 
small one) to move normally or a squad (for the 
large one) to move at all. As we shall see, passengers 
on board the larger model are in greater danger, but 
only the larger boat can carry more than three port¬ 
age points worth of gear. 

Direct ordnance fire holds little terror for boats. 
Treated as hull down vehicles on land. Case J 
(meaning a + 2 TO HIT DRM) as well as at least a 
+ 1 size modifier also apply to a boat in the water. 
Even though any hit is an automatic kill, boats in 
the water are in very little danger from such fire. 

Other forms of attack, however, are vastly 
more lethal. Table 6 contains information on just 
how lethal certain attacks are. Since boats fall into 
the same category as do trucks as far as indirect HE 
fire goes, even comparatively small caliber stuff is 
quite dangerous. The remaining entries in this Table 
show the effect of small arms fire. Realistically, 
even a single enemy squad can be a real hazard. 


Remember, the values shown are for a single shot, 
[f not suppressed in some way, that squad might 
well get off four shots in the time required for a 
kleineflossack to cross the river. If the boat con¬ 
tained a morale level 7 squad its chance of surviving 
a four FPF attack four times is just about one in 
three. 

Looking at these values and the purchase cost of 
the three boats, the sturmboat is definitely a best 
buy as far as passenger safety is concerned. Its per 
attack survival is not that much better, but its 
greater speed and maneuverability increase the 
overall crossing survivability by more than enough 
to compensate for the greater cost. Also, while on 
the subject of purchasing, those of you who do your 
own scenarios, should certainly purchase board 8, 
the second river board. 


THE ARMOR GAME 

Here, the new things are mostly odds and ends. 
My objective is to bring up to date two of the sec¬ 
tions in the second article. 

Infantry Versus Armor 

In this area AFVs pick up a little and they lose a 
little. The gain comes in the fact that pre-1942 in¬ 
fantry and Inexperienced Infantry at all times are 
less likely to engage an AFV in Close Combat, Such 
an infantry unit, beginning its player turn next to 
and under the manned and functioning guns of an 
enemy AFV, must pass a normal MC in order to 
avoid having to leave. This test can be avoided only 
if the infantry is equipped with specific anti-tank 
weaponry. 

The loss comes about because early armor is 
deemed to be more vulnerable to immobilizing MG 
fire. After 1941 this new rule still applies against 
vehicles without at least one positive armor 
modifier. The rule allows any crew-manned MG 
(except one in an AFV) to attempt the immobiliza¬ 
tion of any enemy AFV in the same or an adjacent 
hex. The mechanics are similar to the Defensive Fire 
Phase method of infantry attack against AFVs. 
Quite importantly, however, this new type of attack 
can be made during any fire phase and from any 
type of terrain, provided the MG is not at a higher 
level. If, in addition, the squad occupies favorable 
terrain, it may also attempt an immobilization 
using its inherent capability. Since a squad must 
pass a Pre-AFV Attack MC and leadership 
modifiers do apply, the success of these attacks will 
be strongly influenced by the availability of leaders. 

Since all but LMGs already had the ability to kill 
an AFV, this new rule introduces the question of 
when does one attempt the usual TO KILL attack 
and when does one try this new' option. A similar 
question arose in connection with Deliberate Im¬ 
mobilization and Intensive Fire, and was explored 
in the last article. 

As this is the last of the matters to be explored 
quantitatively before we get to the artillery topic, 
let's see if we can't reduce this answer to a simple 
doctrine. As a starting point, let's just consider the 
MG immobilization attempt, without regard to any 
second, infantry only, attempt. Table 7 shows us 
how MG type, squad morale, and leader influence 
the success of such an effort. This, by the way, is for 
a single squad in the hex. One of the interesting 
observations from an earlier analysis of the Defen¬ 
sive Fire Phase attack versus AFVs was IhaL the 
number of squads was much less significant than 
was the caliber of any leader present. 

The dramatic impact (generally, a doubling of 
Ehe probability of success) due to the presence of 
even a 8-1 leader is clear. So also is the fact that a 
leader's leadership modifier is much more impor¬ 
tant that is his morale level. Contrary to the gut feel¬ 
ing I had before J began making these types of 


analyses, the morale level of the squad is also much 
less critical than is the leadership modifier. As the 
rule states, an AFVs armor modifiers and facing 
have no effect. 

The same, as we see in Table 8, cannot be said 
for the normal MG versus AFV attack. However, 
such an attack is not influenced by any leader who 
might happen to be present. 

As a basis for the construction of a simple 
doctrine, note that, with no leader present, the 
probability of a successful immobilization with a 
MMG varies from 3 to 6%. From Table 8, a side 
shot by a MMG against ~I armor is successful 3% 
of the time. Since the latter does not require Sus¬ 
tained Fire, let's say that this is a situation in which 
a normal attack is best. Looking further in the 
Tables, for the same MG and facing situation. I'd 
favor a normal attack against -2 armor if a -1 
leader were present. So, we can say that, starting 
from the first case considered, one subtracts one 
from the armor level for each leadership modifier 
increment. Similarly, I'd subtract one for a from 
shot or if the weapon were a HMG, while I'd add 
one for a rear shot or a ,50 cal HMG. In any given 
scenario the range of factors is normally narrow 
enough that the best attack can be worked out 
before hand. 

Before moving on it wouldn't hurt to consider 
how much the chance of success for this new type of 
attack is increased if a second attack, using the 
squad's inherent capabilities, is also possible. 
While this is a function of terrain, it's a farily 
reliable rule of thumb that such a second attack in¬ 
creases the overall probability of success by half. 

Guns Versus Armor 

Here, too, AFVs gain a bit and lose some. In the 
loss column, anti-tank rifles and all 40mm or less 
AP-firing ordnance get two hits when the TO HIT 
dice roll js less than or equal to one-half the final TO 
HIT value. Something called Partial Armor 
Penetration Shock is now r possible whenever the 
AFV TO KILL roll is just one greater than the value 
necessary to destroy/immobilize the target. Should 
the crew fail a normal MC the vehicle is incapable of 
further activity for the balance of the player turn. 
The real hazard, however, is that the crew is liable 
to further, more stringent, morale checks if the 
AFV is hit again by kill-capable fire before a pair of 
Rally Phases have passed. 

On the benefit side, for final TO HIT numbers 
of five or more, there is a 40 + % chance of any hits 
being turret or upper body hits. Since a number of 
tanks have superior armor there, this is to their 
benefit. So, too, is a rule that allows non-aquaiic 
vehicles to be considered in motion during the 
enemy player turn. No movement then is possible, 
but the vehicle receives a 10% bonus during its 
owner's player turn. What's usually of more 
benefit, however, is the -2 TO HIT modifier. 

THE ARTILLERY GAME 

Parts of the artillery game have been covered in 
other connections. The impact of the mechanics of 
offboard artillery upon the availability of Fire For 
Effect (FFE) missions is at the center of what's con¬ 
sidered here. After one gamette in which this 
general topic w^ent unaltered, it now has its turn. As 
we shall see, the net effect has been to diminish our 
certainty as to what we can expect, while also ex¬ 
panding the potential effect of offboard fire. 

Perhaps the best way to begin is to review the 
mechanics, both old and new, whereby a FFE mis¬ 
sion is obtained. In almost all of what follows it is 
assumed that the player’s intention is always to ob¬ 
tain as many FFE missions as soon as he can. To 
some extent this reflects my own bird-in-the-hand 
philosophy. In general, once I begin calling, 1 have 
little use for the tactic of chasing enemy units w ith a 
spotting round. The results presented below serve 
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to reinforce this view. Based upon these results, 
however, the very vital question of just when does 
one begin this process will be considered. 

With that constraint, the procedure requires 
that an attempt to contact the battery be made dur¬ 
ing a Rally Phase. If successful, an Artillery Re¬ 
quest counter is placed within the observer’s LOS. 
During the following Close Combat Phase this 
counter is inverted to show' a blue Spotting Round 
(SR). After carrying out the accuracy routine, a red 
SR is placed in the hex determined by the routine, 
provided that this hex is also within the LOS of the 
observer. Then, in the next Rally Phase, provided 
that radio contact can be maintained, the red SR is 
inverted to show a FFE mission. 

In terms of this part of the mechanics, COD in¬ 
troduces two additional dice rolls. Both before the 
Artillery Request counter is placed and before the 
red SR is inverted the player must roll at or below 
the battery access number. These rolls have nothing 
to do with maintaining radio contact. They’re still 
talking to you, but they’ve other Fish to fry. 

Unlike the situation we’ve had up to this point, 
the battery access number also controls the number 
of FFE missions available. Before this, this number 
was determined by drawing one of the eight “chit” 
counters numbered one through four. Thus, the 
player with the module knew- the limit to what he 
had available. The basic battery access number is 
“eight”, modified according to the DRMs given in 
Table 9. Note that the First and last DRMs are per¬ 
manent. In effect, then, one can think of beginning 
a game with an initial battery access number of 
seven, eight or nine, depending upon whether you 
have a scarce, normal, or plentiful supply of ammo 
back at the battery. This viewpoint is used here. 
Thus, unlike what existed under the original rules, 
the probability of getting the next FFE is a function 
of how much success you’ve had up to that point. 

DRMs Condition_ 

1 Scenario specifics plentiful ammunition 

- 1 Continuation of existing FFE counter 

+ 1 Per Fire Mission of that module used thus far 

+ 1 Scenario specifies scarce ammunition 

Table Battery Access DRMs 

Unlike most other parts of the system, many 
aspects of the artillery game are influenced by 
events over a large number of turns. This fact is the 
central problem in developing a feel for how some 
things work, on the average, based upon ex¬ 
perience. 

One simple calculation of some practical con¬ 
cern is the probability of getting a shot off in the 
minimum of two player turns. The results are 
shown in Table 10. As with all of the results 
presented, these assume that radio contact has not 
been made prior to the start of the first player turn. 
Before considering the numbers, note that only 
three of the possible contact values are listed. 
Overall, the results for ‘ 6 ’ are essentially the 
average of those for *5’ and *7’. Depending upon 
the particular aspect of the business considered, the 
values are slightly one way or the other from this 
average. Field telephone results, practically, are the 
same as those for American artillery. 

Clearly, the COD changes require that one an¬ 
ticipate more. Targets of opportunity can still be 
taken under fire, but, now, a normal ammunition 
supply halves the probability of getting off that 
quick shot. 

However, the type of calculation just made is 
simply not practical if we are going to explore some 
very important aspects of the artillery game. The 
difficulty is that the chain of events keeps branching 
as the number of game turns increases. To briefly il¬ 
lustrate, there are three possible outcomes to the 
single event possible (an attempt to make contact) 
during the First Rally Phase: contact, no contact, 
and no contact with a radio breakdown. If we con- 


Attack 

1 

2 

1 x 2 

4 

2 x 2 

1x4 

6 

2x3 

1 x 6 

Infantry 6 

79 

65 

63 

50 

42 

40 

32 

28 

25 

Morale 7 

84 

71 

71 

58 

51 

50 

41 

36 

35 

8 

89 

78 

79 

67 

61 

62 

52 

48 

49 


Table 5. The probability that a unit will survive, alive and unbroken, the minefield attacks indicated. 




Attack 



4 

8 

16 

24 

Indirect Fire, 

All Boats 

28 

42 

58 

72 


SB 

23 

40 

59 

76 

Squad 

KF 

28 

47 

66 

82 

Morale 

GF(1) 

33 

54 

73 

87 

of 6 

GF(2) 

40 

63 

81 

92 


SB 

20 

36 

54 

73 

Squad 

KF 

24 

42 

61 

78 

Morale 

GF( 1 ) 

28 

47 

66 

82 

of 7 

GF(2) 

35 

58 

77 

90 


SB 

17 

31 

49 

69 

Squad 

KF 

20 

36 

54 

73 

Morale 

GF(1) 

2 ? 

40 

59 

76 

of 8 

GF(2) 

31 

52 

71 

87 


Table fi. The probability of boat destruction by crew morale and boat type for 
various attacks. 


Squad 

Morale 

6 

7 

8 

MG 

L 

M 

H 

L 

M 

H 

L 

M 

H 

L 

None 

1 

2 

7 

2 

5 

10 

2 

6 

12 

E 

8-1 

4 

8 

14 

5 

10 

17 

6 

12 

20 

A 

9-1 

4 

9 

15 

5 

11 

18 

6 

13 

21 

D 

10-1 

5 

9 

15 

6 

11 

19 

7 

13 

22 

E 

9-2 

10 

17 

26 

12 

20 

31 

13 

22 

34 

R 

10-2 

11 1 

19 

28 

15 

22 

33 

14 

24 

36 


10-3 

21 

32 

45 

23 

35 

50 

25 

38 

53 


Table 7. The probability of successful, deliberate, AFV immobilization by MG fire 
alone. 


MG 

MMG, HMG 

.50 Caliber HMG 

Target 

Facing 

Front 

Side 

Rear 

Front 

Side 

Rear 

M -5 

28 

42 

58 

42 

58 

72 

AO _ 4 

R D 

1 " 

28 

42 

28 

42 

58 

MI -3 

8 

17 

28 

17 

28 

42 

OF _ 2 

3 

8 

17 

8 

17 

28 

R E -1 

0 

3 

8 

3 

8 

17 

R 0 

0 

0 

3 

0 

3 

8 


Table 8. The probability of AFV destruction or random immobilization. 


Radio 

Contact 

Number 

Squad 

Leader 

Rules 

Crescendo of Doom rules 
Ammunition availability 

Scarce 

Normal 

Plentiful 

5 

16 

6 

8 

11 

7 

49 

17 

25 

34 

9 

81 

28 

42 

56 


table 10. The probability of getting a FFE mission in the minimum number of player turns. 
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sider the original rules, the following events are 
possible during the second Rally Phase: an attempt 
to make contact because the first effort failed; an 
attempt to maintain contact prior to a second at¬ 
tempt to place a red SR; an attempt to maintain 
contact in order to obtain a FFE mission; or an 
attempt to repair the radio. In turn, each of these 
events has three possible outcomes. 


As in many other situations in which the 
analytical approach becomes awkward or impossi¬ 
ble, the answer is to turn to a computer. A pair of 
programs were written which in effect directed the 
computer to get as many shots as it could, as soon as 
it could. A random number subroutine rolled the 
necessary dice, modified the result as required by 
any DRMs, and then followed the result. The poor 


dumb thing continued doing this until the radio 
broke down permanently, or it reached the max¬ 
imum number of FFEs possible, or 20 player turns 
passed. In effect, it did no more than you or 1 could, 
but it did it a lot faster, while at the same time keep¬ 
ing track of what happened. 

For each contact value, or combination of con¬ 
tact value and initial access number, the machine 
repeated this process 500 times. In effect, the pro¬ 
gram generated and recorded certain significant 
results of playing 500 games under each set of con¬ 
ditions. In terms of all of the possible outcomes this 
is not a large number. For example, in 500 tries as 
the American under the SL rules, it never took the 
machine more than seven player turns to get off its 
first shot in games in which it got off at least one 
shot before breaking down the radio permanently. 
There is, of course, a finite probability of going 20 
player turns without either getting off a shot or 
breaking dow n, but the frequency of such a result is 
a lot less than once in 500 tries. 

However, for the most significant items 
reported, this many attempts seems reasonable. 
This conclusion is based upon the fact that these 
items did not change significantly between 250 tries 
and 500 tries. Oh, after 500 tries something might 
be found to happen 26% of the time, whereas the 
figure after 250 tries was 28%, but that’s not really 
very important. 


The Original Game 

One of the troubles with computers is that they 
can generate huge piles of numbers, so that, fre¬ 
quently, the trick is to find the ones that really tell us 
something. To me, the important questions came 
down to a matter of how much and how soon. If, 
for example, I was sitting there with a chit that read 
two, how frequently would 1 actually get that many 
shots and how long would it take? 

Table 11 attempts to answer that kind of ques¬ 
tion by presenting the probabilities of getting the 
various numbers of shots possible within the 
numbers of player turns indicated. Five, ten, and 
twenty player turns were selected because they seem 
representative, respectively, of the short-, medium- 
and long-term game. Each entry consists of a pair 
of number^. The first is the probability of obtaining 
the number of shots indicated if there is a 100 % 
probability that the initial spotting round will land 
within the observer’s LOS. The second is the cor¬ 
responding probability if the spotting round will so 
land just 70% of the time. 

Looking at the unparenthesized numbers for a 
radio contact roll of 5 we see that, after five player 
turns, the numbers are 55, 24, 14, 5, 3. This means 
that, after five player turns, a player, if his chit 
draw was “four”, could expect to have made no 
shots 55% of the time, one shot 24% of the time, 
two shots 14% of the time, three shots 5% of the 
time, and all four a mere 3% of the time. But what 
about that draw of “two” I mentioned earlier? 
Well, the number under the “2” column is the 
probability of getting just two shots. Thus, the 
probability of getting at least two shots off is the 
sum of the entries under “2”, “3” and “4”, for a 
total of 22%. In passing, note that some of these 
sets of numbers, as in this example, add up to more 
or less than 100. This is just the result of rounding 
off to the nearest whole number. 

Depending upon the type of scenario being 
played we do know that a particular radio might not 
be around for the entire game. For the player, the 
type of information in Table 11 lets you see 
something of w hat you can expect for a given chit 
draw. 

Table 12 considers things somewhat more 
generally and is, therefore, the basic tool for com¬ 
paring the worth of a single artillery module in both 
systems. The entries under the SL rules heading in- 


Radio 

Contact 

Number 

5 

No. of 
Player 
Turns 

5 

Number of FFE Missions 

0 

1 

2 

3 

4 

55 

(62) 

24 

( 21 ) 

14 

( 8 ) 

5 

( 6 ) 

3 

( 2 ) 

10 

32 

(37) 

23 

(26) 

17 

(13) 

10 

( 10 ) 

17 

(13) 

20 

14 

(19) 

12 

( 12 ) 

12 

(16) 

12 

(17) 

51 

(36) 


5 

17 

(25) 

15 

(16) 

22 

( 20 ) 

20 

(18) 

26 

( 21 ) 

7 

10 

7 

( 10 ) 

6 

( 6 f 

6 

( 8 ) 

10 

(9) 

71 1 

(67) 


20 

5 

( 6 ) 

2 

( 2 ) 

2 

(4) 

5 

( 2 ) 

89 

(87) 


5 

3 

(7) 

4 

(7) 

3 

( 10 ) 

11 

(24) 

79 

(51) 

9 

10 

2 

(3) 

1 ( 2 ) 

1 ( 2 ) 

2 

(3) 

95 

(91) 


20 

2 

(3) 

0 

( 1 ) 

0 

( 0 ) 

1 ( 1 ) 

97 

(95) 


Table II. The probability, under the original SQUAD LEADER rules, of obtaining the number of FFE missions 
indicated, given a chit selection of “4". 


Contact 

No. 

No. of 
Player 
Turns 

Squad 

Leader 

Rules 

Crescendo of Doom 

rules 

Scarce 

Normal 

Plentiful 


5 

0.6 

(0.5) 

0.3 

(0.3) 

0.4 

(0.4) 

0.6 

(0.5) 

5 

10 

1.2 

( 1 . 1 ) 

0.7 

( 0 . 6 ) 

0.9 | 

(0-9) 

1.2 

( 1 . 1 ) 


20 

1.9 

(1-7) 

1.3 

( 1 . 1 ) 

1.6 

(16) 

2.2 

( 2 . 0 ) 


5 

1.6 

(1.5) 

0.9 

(0.9) 

1.4 

(LI) 

1.7 

(1.5) 

7 

10 

2.2 

( 2 . 1 ) 

1.9 

( 1 . 8 ) 

2.6 

(2.4) 

3.2 

(3.0) 


20 

2.3 

(2.3) 

2.8 

(2.7) 

3.6 

(3.5) 

4.5 

(4.2) 


5 

2.3 

( 2 . 1 ) 

1.6 

(1.4) 

2.2 

( 1 . 8 ) 

2.6 

(2.3) 

9 

10 

2.4 

(2.4) 

2.9 

'(2.7) 

3.6 

(3.4) 

4.3 

(4.2) 


20 

2.4 

(2.4) 

4.0 

(3.8) 

4.8 

(4.7) 

5.6 

• (5.5) 


Table 12. The value, in terms of the average number of TFE missions actually fired, of an artillery module. See text for 
details. 


Radio 

Contact 

Number 

Initial 

Access 

Number 

No. of 
Plaver 
Turns 

Number of FFE Missions 

0 

1 

2 

3 

4 

5 

6 

7 

8 



5 

79 

14 

5 

2 

0 

0 

0 

0 

0 


7 

10 

57 

23 

13 

: : ; 

T 

0 

0 

0 

0 

5 


20 

35 

26 

23 

li 

5 

0 

0 

0 

0 



5 

69 

21 

7 

2 

0 

0 

0 

0 

0 


8 

10 

48 

24 

15 

10 

1 

0 

5 0 | 

0 

0 



20 

29 

21 

23 

17 

8 

0 

0 

0 

0 



5 

62 

23 

9 

4 

2 

0 

0 

0 

0 


9 

10 

38 

28 

17 

11 

6 

0 

0 

0 

0 



20 

19 

17 

22 

19 

17 

5 

1 

1 

0 



5 

41 

32 

19 

7 

1 

0 

0 

0 

0 


7 

10 

IS 

20 

27 

25 

8 

r Ur 

0 

D 

0 



20 

9 ' 

9 

18 

33 

23 

7 

2 

0 

0 



5 

26 

27 

31 

13 

2 

0 

0 

0 

0 

7 

8 

10 

i ifH 

TO 

24 

30 

20 

5 

1 

0 

0 



20 

7 

4 

~*9 

22 

27 

25 

6 

1 

0 



5 

20 

23 

32 

21 

5 

0 

0 

0 

0 


9 

10 


mm 

18 

25 

24 

15 

■M 


0 



20 

5 

2 

4 

10 

23 

30 

19 

7 

0 



5 

17 

30 

35 

17 

1 

0 

0 

0 

0 


7 

10 

4 

m 

22 

37 

25 

5 

or 

cr 

0 



20 

3 

2 

5 

19 

38 

29 

5 

0 

0 



5 

10 

13 

37 

31 

9 

0 

0 

0 

0 


8 

10 

2 

2 

9 

27 

36 

18 

3 0 

0 

9 


20 

2 

1 

2 

7 

20 

37 

25 

5 

0 



5 

4 

9 

30 

40 

17 

0 

0 

0 

0 


9 

10 

2 

2 

4 

£5 

30 

33 

0 

2 

0 



20 

2 

1 

2 

3 

6 

22 

35 

23 

4 


Table 13. The probability, under the CRESCENDO OF DOOM rules, of obtaining the number of FFE missions indicated. 
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corporate the equal probabilities of drawing 
anything from one through four. As before, the 
values in parentheses are for a spotting accuracy of 
70%. 

IT radios never broke down, observers never 
died, and games never ended, the average module 
would yield 2.5 shots, since that's the average of the 
eight chits* As we can see, only an American 
artillery module comes really dose to being worth 
that much* Early Soviet offboard artillery is, as you 
probably already knew, a disaster. This Table 
shows just how bad it is in the short run* An average 
ofless than one shot is depressing. Over 20 turns it is 
not, however, all that much worse than the stand¬ 
ard German module. 

If there's useful information in these two Tables 
for those who play the standard scenarios, the sec¬ 
ond Table is, hopefully, of value to those who 
utilize the point value charts to construct their own 
scenarios. Ideally, this kind of information would 
also aid those, both amateur and professional, who 
design scenarios for others to play* 

The COD Game 

Table 12 also contains comparable information 
for the revised game. To understand these numbers 
it is necessary to know that the total number of 
shots possible in a single module is equal to the 
original access number, provided you’re lucky 
enough to get the last two shots in consecutive 
player turns. Since, Tor that last shot, the net access 
number is only two, that many shots is, even for an 
American module, something like a thousand to 
one shot in any given game. 

If, as Table 10 showed us, a COD module gets 
off to a slower start, it is, over the long hauI, a more 
potent weapon for all but the early Soviets. For 
them, a plentiful module is only marginally 
superior to a standard SI module. The other two 
contact numbers, however, show a considerable 
long term profit. Unlike the long term situation 
under the SL rules, a German module show's a two- 
to-one superiority over a Soviet one with the same 
ammunition supply* The difference between a Ger¬ 
man and an American module is a very interesting 
one, capable of being made large or small, or even 
biased in favor of the Germans by the ammo 
availability. 

All in all, the new system adds some useful flex¬ 
ibility to the artillery game. Hopefully, we’ll all be 
able to figure out what to do with it. And that’s the 
reason for Table 13. As 1 mentioned earlier, the 
theoretical limit for the number of FFE missions is 
the initial access number (seven, eight or nine). 
Questions of much greater practical concern are 
how many shots should you expect to get, and 
when, in a given game, should you quit trying for 
more. The principal value of Table 13 is that it tells 
us that the averages in Table 12 are dose to being 
the answers. This is not necessarily t rue o f averages. 

To illustrate, consider the long-term prospects 
of an American module with normal ammunition 
supply. From Table 13, there’s a 32% chance ofget- 
tingless than five shots off and a 30% chance of get¬ 
ting off more than five. Thus, the average, from 
Table 12, of 4.8 fire missions doesn’i look too 
bad. It looks even better if one explores details of 
the computer runs in which more than five missions 
were obtained. In about half the cases the sixth shot 
was obtained on the turn immediately following the 
fifth. The moral* then, is, if you gel the average 
number of shots, try for one more then quit, unless 
there’s nothing else for that leader to do. One of the 
things that it’s quite easy to determine from Table 
13 is that the contact value plays a major role in fix¬ 
ing the practical number of FFE missions to be had 
for a given access number. 

Tables 10 through 13 provide the statistical 
basis for exploring the question of when, in a 
scenario, should one start trying to call down off- 


board fire. As with many other aspects of game 
playing the answer will vary with the personality of 
the player. 

My approach is generally a conservative one* I 
normally start calling whenever 1 have a reasonable 
LOS into a worthwhile target area. 1 prefer having 
at least a 50% chance of placing ihe red SR within 
my observer’s LOS. What sometimes makes this a 
rather difficult problem has to do with the options 
my opponent has available* If he is on the offensive 
1 must consider w r here he is likely to be by the time I 
can reasonably expect to receive a FFE mission. 
This should also have a very strong influence upon 
where I locate my observer. It is entirely possible to 
perform the artillery equivalent of baseball’s 
throwing behind the runner. 

When your opponent stands on the defensive, 
one must also consider this time lag* Particularly if 
you begin without any good observation points, 
being too quick to start calling may leave you 
without any worthwhile targets when the fire is 
finally there* If your opponent has the option of 
withdrawing from a location you threaten into one 
just as good which you cannot see you may be 
wasting your time. True, radios and observers 
move, but the necessary movement might also 
expose them to danger. While doing all of this, 
remember that the chance of a radio breakdown 
within ten player turns of continuous usage is just 
about one in four* 

Once the fire starts coming in, I prefer to keep it 
coming, as best I can, as long as there are any 
worthwhile targets. Table 1 along with information 
In the second of these articles, should help you 
decide what damage you can expect to do with ihe 
artillery you have. Now, decide what chances 
you’re willing to take and play accordingly. 

In closing this topic there are two new rules 
areas of some interest to be considered. The first is 
concerned solely with new effects on the targets of 
offboard fire. Various simple rules revolve around 
the idea that such fire makes people think of the vir¬ 
tues of being small and inconspicuous. Thus, any 
such fire, regardless of other effects, will make the 
target harder to hit in the future, while also penaliz¬ 
ing its fire in its next Ore phase. 

Of more immediate interest is the rule that pro¬ 
vides for the drop of targeited troops’s morale by 
one level after two consecutive game turns during 
which they’ve been hit by offboard FFE missions. 
Each additional, sequential, game turn of such fire 
lowers it another level. The question that occurred 
to me had to do with whether or not it was practical 
to attempt to produce this result deliberately. Since 
this morale level loss is purely temporary, with the 
victims regaining a level for each game turn during 
which they are not bombarded, 1 limited my look to 
what happened during the first five player turns. 
The results of that look are shown in Table 14. 
From those values it appears pretty clear that only 
well-stocked Americans can hope, intentionally, to 
produce this result with much regularity* 


Contact 

Number 

Initial Access Number 

7 

8 

9 

5 

4 

6 

12 

7 

20 

35 

43 

9 

38 

$2 ~~ 

75 


Talifc 14, The probability of producing ai least a one level morale 
drop* due to suppressive fire effects, within five player turns. 


The last area of concern has a simple descrip¬ 
tion, but leaves us with a difficult question to 
answer. Something called the harassing fire option 
is now available. When selected, it extends the blast 
area to include everything within two hexes of the 
FFE counter, thereby increasing the area of effect 
by 171%. The firepower effect of such expanded 
fire is reduced as shown in Table I, where the values 
in parentheses are for that caliber of gun employed 
In a harassing mode. 


The question, of course, is how many additional 
targets does one have to reach in order to compen¬ 
sate for the reduced firepower effect in each hex. As 
one would imagine, the answer is a function of the 
type of target. Fortunately, after considering a lot 
of numbers, the answer’s not terribly complex. 
Against unarmored vehicles (including boats) the 
opt ion is worth taking ifit allows you to increase the 
number of targets by 50% for guns of 100mm or 
less* 

Harassing fire will turn a profit if it doubles the 
number of open lop AFVs or infantry squads in the 
open or in trees that get thumped. The same is true 
for unarmored vehicles if the guns are over 100mm, 
For stouter targets (e.g. f tanks, SP guns, infantry 
with +2 cover or better), forget iE. 

Hopefully, parts of this will help you to a fuller 
understanding of what’s going on in connection 
with some aspects of the game system. Such people 
as your editor and Tom Gleson have written per¬ 
suasively on the joys of playing at least some games 
well* l agree, and wish you good fortune in using 
this material to that end. Playing well isn’t easy, but 
then neither are a great many other worthwhile 
activities. 


A SCENARIO SAMPLER 

In each of the five scenarios considered you can 
expect to find certain things. Because each of these 
scenarios is of the attacker-defender mode, rather 
than of the meeting engagement type, a possible 
setup for the defender is always given. Where the 
attacker sets up on the board, rather than entering 
on turn one, a possible setup for his forces is also 
given. In either case there is some discussion of the 
options open to both sides, both in general and for 
the specific setups used* Information of this sort is 
not intended to supply you with a “perfect plan” 
which will ensure your success. In the first place, if 
the play testers have done a good enough job, there 
shouldn't be any such plans. Secondly, if such 
things do exist, l doubt I’d be the one to discover 
them. Since the forces available and iheir missions 
should determine the deployment, these matters arc 
covered. As appropriate, numbers are used to show 
you what kinds of considerations motivate what is 
shown and written. To avoid repetition, the in¬ 
sights obtained from the analyses in the first part of 
this article arc not repeated here. Significant new 
rules, where their presence is not obvious from the 
situations considered, are also mentioned, as are 
the changes made as a result of pi ay testing. 

As best I can tell, this type of introduction has 
been well-received. Hopefully, it fulfills two func¬ 
tions. One of these is to help the owners of COD to 
gain some useful insights into some basic aspects of 
(he scenarios. The second function is that of show¬ 
ing the person who has yet to buy the gamette 
something of the diversity of the tactical situations 
which existed during the opening rounds of WWLI, 
There is a different flavor to these times which 
become particularly apparent when one compares 
the COD scenarios with those in COL 

How did these five scenarios come to be 
chosen? For one thing, each is one I happen to like, 
which makes the labor of preparing these words 
that much easier. Then loo, for those of you who 
haven ’e seen them, l wanted you to have a look at 
the two new boards. Those considerations still 
leave me with more than five scenarios, however. 
The next consideration was that each of the 
scenarios should be such that some specific things 
could be said about it in the manner outlined above. 
That, by the way, happens to be the reason why J 
haven’t included two of my particular favorites, 
numbers 30 and 32. And, finally, the five finally 
selected are all variations on a theme. In each case 
the attacker wants something the defender has, but 
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the totally different natures of the play of each of 
these scenarios, and the factors which produce this 
variety, are part of the benefits to be found in learn¬ 
ing to play a tactical level game. 

Scenario 21 —Battle for the Warta Line 

As if, perhaps, to wean us away from CO I 
gradually, the first three scenarios of COD are 
eastern front ones, but they are probably different 
from what you usually think of. In this scenario it’s 
1939, Germany and Russia are allies, and this 
scenario has elements of theSS Liebstandarte Regi¬ 
ment trying to break through a thin line of elite 
Polish troops. These troops had been delaying the 
German efforts to encircle the Polish Poznan 
Army. The assault force Is built around fifteen 
6-5-8 squads, sustained by the efforts of seven 
leaders (8-0 to 9-2). Tw r o MMGs, a crewed 75* 
infantry gun, one of those soft SdKfz.7t halftracks, 
an offboard 105mm artillery module with plentiful 
ammo, and two PzKWili tankettes support the 
effort. To win, the German player must get a 
majority of his squads across two board widths 
within eight turns. At 4-5-8, the J 3 Polish squads do 
not represent a pushover, but it is the time available 
that proves particularly burdensome to the German 
player. 

Reflecting the more limited changes of COD, 
just over three pages of new rules are required to get 
this first scenario underway. The major sections are 
those dealing with pre-1942 infantry, infantry 
bypass movement, and the revised artillery rules. 

The setup rules allow Polish deployment 
anyw r here but hexes on board 5 having a grid coor¬ 
dinate of ‘4* or less. Thus, the Polish player will fix 
the initial character of the game by his choice of a 
defensive position. Figure 1 shows a deployment in¬ 
tended to maximize the Polish capacity to shift 
forces. All the old sayings about he who defends 
everything defends nothing don’t really work here, 
at least initially. The nature of the victory condi¬ 
tions necessitates a defense stretching the length of 
the board, even though half of it might well be 
abandoned in the opening turn or two. 

In developing this defensive plan, the emphasis 
was on good communications behind the Polish 
position, the availability of positions into which 
broken troops could retire, and, of course, fields of 


fire. The large forest mass at the south end of board 
5, and the lack of any significant amount of natural 
features to aid a defense at the north end, 
encourage a position in the general area of that 
shown. Defense against enemy fire and overrun 
attacks suggest Ehat the entrenchments go in forest 
hexes, while field of fire considerations argue that 
hilltops are best* The result is a compromise 
weighted heavily in favor of forest hexes. 

Under the circumstance prevailing here, a 
PzKwlB poses a very real threat to an entrenched 
unit in clear terrain* True, an overrun has no 
chance of destroying a Polish squad and only a 
10% chance of breaking one, but the AFV can elect 
to remain in the entrenchment hex. This will cause 
the displacement of the squad into an adjoining hex 
at the end of the Defensive Fire Phase, where its 
chances of survival are poor. While a Defensive 
Fire Phase attack against an AFV attempting an 
overrun is possible, there’s only a 6% chance of im¬ 
mobilization if the squad is without an ATR. With 
an ATR the chance oT AFV destruction is 14%. 

Against a squad entrenched in a woods hex the 
picture is radically different. The chance of break¬ 
ing the squad falls to less than 2% while the chance 
that, one way or another, the AFV will be im¬ 
mobilized rockets up to over 40%. 

All four MG$ are on the line, as are two of the 
three ATRs. Cpt. Reid and his tw r o squad reserve in 
3R3 have the last ATR in order to improve their 
chances against a marauding PzKwIB. 

Wire has been deployed so as to inhibit move¬ 
ment at the extreme edges of the board and around 
certain of the defensive positions. While tracked 
vehicles can remove wire counters, be certain to 
note that the current version of 53,8 restricts that 
removal to one hex per turn, even though the vehi¬ 
cle may pass through many more. 

You may have noticed the three entrenchments 
located away from the general line. The one in 
3DD7 is there because insertion of a unit into that 
general area during play has proven difficult. 
Those brave fellow r s out in 5V5 and 5C7 represent 
the sort of positioning that will give a cautious Ger¬ 
man player some concern, while a reckless one 
might get a nasty surprise. If not destroyed, one or 
both of these will be on the flank of any enemy 


advance. With just a bit of luck, the elimination of 
one or both will cost the German player men 
and/or time. 

Drawing upon the lessons of the past, the Polish 
leaders have been distributed with the hope that the 
two 8-0 ones will have a chance to rally someone 
and/or speed the movement of troops to a threatened 
sector. From past calculation we know that an 8-1 
leader is the neutral one in the sense that a squad 
stacked with one has about the same chance of sur¬ 
vival as the squad has by itself. Thus, stacking an 
8-0 leader with troops who may come under attack 
is a bad idea. 

Unlike the situation typical in later years, and 
involving other forces, this is one case in which the 
German player may be able to just put his head 
down and charge with his infantry. The defensive 
firepower is weak compared to much of what we’ve 
seen in past scenarios, and, of course, the SS have a 
high morale level and loads of officers. Because of 
this an advance along the northern edge has a 
chance of success. More conservatively, there is the 
advance along and in the southern edge of the main 
patch of woods on board 5, followed by an assault 
on hill 547, For the more tenderhearted there is the 
advance through the patch of woods itself. Each of 
these approaches is worth playing through, and 
each has options involving the use of the infantry 
gun, artillery fire and the armor. 

A key ingredient in German success, in any 
case, is the manner in which the armor is handled. 
As a general rule I dislike the unsupported use of 
armor because the generally close terrain of the 
various map sections allow infantry to pose a very 
real danger in the Close Combat Phase. Here, 
however, the risk is reduced because of the initial 
dispersal of the Poles. Thus, it becomes practical to 
consider using the two tankettes in an effort to 
penetrate the defensive line and interfere with 
Polish efforts to reinforce the threatened section. 

From what I’ve said so far it is probably clear 
that l favor a concentrated assault. This is the case, 
and I have come to the conclusion that the infantry 
portion of the attacking force is best utilized in one 
area, without any detachments entering elsewhere. 



Figure 1: A possible Polish starling position in Scenario 21 
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Since the mobility of the German armor impresses 
me more than does its Firepower, 1 do favor its use 
as indicated above. 

Turning to the artillery, I use the infantry gun 
aggressively, and usually employ it, at the begin¬ 
ning, to fire smoke. My gun crews tend to have 
short, but glorious, lives. I attribute this to too 
much time spern with Napoleonic era games. For 
the Poles, the use of their artillery module is easy: 
start trying to use it as soon as possible. For the 
attackers there is the problem that, in general, they 
do not have many good observation points. It 
seems more efficient to save this fire until the open¬ 
ing moves have revealed something of the Polish 
positions and intentions. 

When playtesting reveals imbalances in a 
scenario, the ways in which it's fine-tuned are fre¬ 
quently quite interesting. Here the changes made 
were to introduce six concealment counters and to 
give the Poles that module of Slmm mortar fire. 
For those of you interested in designing and 
developing your own scenarios, try to balance 
things by first exploring the specific ways in which 
one side exhibits its superiority. To simply add or 
subtract troops is not necessarily the elegant svay to 
adjust balance. While the prohibition against ex¬ 
amining the contents of an entrenchment hex has 
been with us from the start, just the height of the 
stacks gave the German player valuable informa¬ 
tion. In this, as in some of the other scenarios, a 
handful of concealment counters adds a little 
uncertainty to an attacker’s life. 

Scenario 22—The Borders are Burning 

With regard to general type, this scenario has 
much in common with 21. Drawn from the opening 
days of the Russo-Finnish war, at a location in the 
north near Kuhmo, the victory conditions require 
that the Russian player exit a certain portion of his 
force across the western board edge road hexes. As 
in 21j losses to the defender are of no consequence. 
In both scenarios the defensive positions are 
prepared ones. 

However, there are considerable differences to 
be found when one looks at the details of who’s 
there and what they bring to the conflict. Among 
the new rules introduced for this scenario are those 
for Deep Snow, which expand upon what we were 
given in 61. Wheeled vehicles are, for ail practical 
purposes, roadbound where the six Soviet trucks 
available here can only manage five hexes per turn. 
The tracked vehicles present (five of the T26s) pay 
2MP per either road or clear hex. If the dangers of 
breakdown are to be avoided, this also limits a T26s 
to five hexes per turn. As before, infantry move¬ 
ment costs arc dou bled, but this penal t y can now be 
avoided if an infantry unit moves with a tracked 
vehicle throughout the Movement Phase. Thus, all 
movement has a decided slow motion aspect about 
it. 


in connection with movement, the longest of 
the new rules deals with vehicular bypass, and the 
introduction of this rule, in effect, changes the 
mapboards. As with infantry bypass, the rule in¬ 
troduces movement around obstacles (e.g,, 
buildings, woods) along hexsides, provided there is 
sufficient space between the obstacle and the hex- 
side. A board-altering aspect of this rule is evident 
when, as is possible between 2J7 and 2G8, a tank 
makes that trip by going around the trees in 217 and 
2H7 without danger of immobilization. Thus, 
movement, while slower, may proceed along unac¬ 
customed routes. 

Besides the vehicles mentioned previously, the 
Russian force consists of 26 4-4-7 squads, four 
leaders (8-0 to 10-2) and fen MGs. Against this the 
Finns have a dozen 6-4-8 squads, a pair of leaders 
(9-0 and 10-1), five MGs, two excellent ATRs, and 
five of the improvised Klorihartsi anti-tank 
grenades. This is all to be deployed in and around a 
collection of wire, entrenchments, roadblocks and 
mines. 

To this point (who knows what we’ve yet lo see) 
the Finns arc, by virtue of the rules covering them, 
the best infantry in the SL system. As is the case 
with the Americans, they are not subject to 
Desperation Morale. Unlike any other squad, they 
are capable of self-rally on a roll of four or less. 
This combination of characateristics is ideally 
suited to the defensive task of the scenario. 

In order to win the Russian player must exit at 
least 20 squads, with tanks being wonh two squads 
apiece, off the west edge road hexes within 13 turns. 
The two obvious routes are the two roads them¬ 
selves. Since the scenario restricts Russian starting 
positions to hexrows east of and including hex- 
row T, six game turns represent the minimum time 
required for enough unencumbered squads, 
marching with tanks, to exit. Unencumbered infan¬ 
try, without leaders, could still do it in eight turns. 
Because of the snow, however, off-road movement 
is not all that much slower. A column moving along 
the extreme southern edge would take only a turn 
longer, as would one moving along the center of the 
playing area. 

The significance of these numbers is that any 
defense must consider a wide range of approaches, 
and this is what the Finnish position in Figure 2 
attempts to do. Those of you w ho have the scenario 
card handy will note that a squad, the MMG, one of 
the Finn’s grenades and one entrenchment are miss¬ 
ing. All of that is some distance to the west in 
woods hex 2B6, adjacent to the northern exit road. 
In addition, the position has a clear LOS to the 
southern edge of the playing area. 

The terrain on the northern board is much more 
open than is that in the southern one, with the mass 
of hill 621, however, serving to effectively divide 
the board into two parts. Thus, a position along the 
spine of hill 621 is quite attractive, although the 


absence of trees makes such positions vulnerable to 
enemy armor. Since the setup rules prohibit Finnish 
positions east of hexrow Q, it is impossible to posi¬ 
tion forces along the forward edge of the southern 
board’s forest mass. Taken together, these factors 
form the basis for the Finnish position. 

Although the position in 2P5 is quite exposed, 
the character of the troops keeps it from being a 
foolhardy one. The weaponry present is a con¬ 
siderable danger to both vehicles and men. Depend¬ 
ing upon distance and target facing, the very lethal 
20mm ATR has from a 6% to a 53% chance of 
eliminating a T26s, Since a threat such as that posed 
by the ridge formation also makes it an attractive 
target, the position should be supported. This, in 
part, is the mission of the forces in 2N2 and 2N10, 
Because of its control position, the force in 2N10 
includes an extra squad as well as the second ATR. 

The position at 5P3 is attractive because of the 
field of fire it has to the east and to the north, as 
well as its proximity to the forest road. An advance 
along the extreme southern edge is practical so the 
final position in 5P9 is intended to delay an enemy 
advance there. The whole southern sector has been 
allocated the lion’s share of the 20 mine factors 
the Finns have available. Because the field cannot 
be covered with fire it would, at this density, be no 
more than a nuisance, but it could reasonably be ex¬ 
pected to cause some delay. 

A similar rationale lies behind the positioning 
of the remaining mines, the wire, and the two 
roadblocks. For example, on board 2, any unit 
seeking to pass to the north of hill 621 must pass 
through the Ql, Q2 bottleneck, A very basic con¬ 
sideration of any defense is that both roads should 
be mined because of the threat posed to the Soviet 
trucks by even two mine factors. 

Prior to the start of the scenario, four separate 
Russian 120mm Harassing Fire FFEs are resolved. 
The arrival of the fire is certain, although it is sub¬ 
ject to the usual accuracy considerations. Because 
of the newdy-introduced rule concerning air bursts, 
units entrenched in a woods hex are more 
vulnerable to indirect HE fire than they would be in 
a clear terrain hex. From Table i, however, for a 
unit having a morale of eight, the chance of surviv¬ 
ing unharmed changes less than five percent so that 
such a unit, entrenched in the woods, has almost 
nine chances out of ten to survive unharmed. Thus, 
given the protection woods provide against direct 
fire and overruns, the air burst threat is not a 
decisive factor. 

Since the location of the fire is made prior to 
seeing the Finnish set up, the fire should support 
[he initial Soviet moves, but little should be ex¬ 
pected of it. All locations specified should be at 
least nine hexes from any Russian infantry, to 
avoid the embarrassment of seeing friendly fire in¬ 
jure your own troops. 



Figure 2: A Finnish s ranine nosit ion in Scenario 22. Each red dot equals one factor of unseen mEnefietds, 
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Figure 3; A Russian siariing position in Scenario 22. 


Despite their numerical superiority and the 
length of the scenario, the Russians do not have an 
easy lime of it. Despite the hitherto unheard of 
number of LMGs, this is not a German assault 
force. The small number of leaders makes the force 
a brittle one, and presents a strong argument for a 
concentrated advance, at least as far as the infantry 
is concerned. The Russian starting positions shown 
in Figure 3 show one answer to the problem posed 
by the defenders. Initially, those stacks at 5TI and 
5U9 are to remain where they are in order to pro¬ 
vide fire against the two southernmost Finnish 
positions. The five slacks between them arc to ad¬ 
vance immediately due west. Ultimately, the 
responsibilities of these squads include clearing the 
road and engaging any enemy squads they en¬ 
counter. Their advance will be followed by the six 
Russian trucks which begin the game along road 
hexes to the rear of these squads. Even if these 
vehicles do not prove particularly useful in 
transporting squads off of the board, they do come 
in handy for getting rallied squads back up to where 
the action is. 

In addition to what is essentially a frontal 
assault on the main forest mass, there is also a 
secondary thrust provided by the infantry-carrying 
tanks. The direction of this thrust is to be to the 
northwest, with the specific tasks to be determined 
by circumstances. However, whatever happens, the 
primary responsibility of this force is to hamper the 
southward movement of the Finnish forces on hill 
621 and to tempt some or all of the squads in 2N10 
to remain where they are. A secondary mission is to 
position some infantry behind the majority of the 
Finnish troops. Rather heavy tosses are to be ex¬ 
pected, particularly if the force at 2P5 remains 
where it is, but its failure to move south and west 
should give the main Russian advance an easier 
time of it* 

In its original version, this scenario was three 
turns shorter and only the western road hexes on 
board 2 could be used. Our experience, which must 
have been shared by others, was that this made 
things extremely difficult for the Russian player. 

In dosing, it should be mentioned that board 5 
seems to bring out the pyromaniac in many players, 
and, indeed, setting the main forest ablaze is 
sometimes a very good idea. Under the Deep Snow 
condition of this scenario, however, one cannot 
reasonably base a strategy upon an attempt which 
will be successful only once in 36 tries. 

Scenario 24—Action at Balberkamp 

The six-month period o f ‘ the Phoney Waf, that 
pause in German activities following the fall of 
Poland, ended abruptly with the invasions of Nor¬ 
way and Denmark. One o f the key points seized in a 
seaborne assault in the assault on the former coun¬ 
try was Trondheim, the key to central Norway. The 
action portrayed in this scenario is typical of what 
occurred many times as German forces advanced 
northward from Oslo. For the Germans it was a 
race against time as they sought to establish contact 
with their weak forces in Trondheim. These forces 
faced a grave threat posed by British landings, a 


week after the German ones, both north and south 
of Trondheim. The southern striking force, 
however, was delayed by the necessity of diverting 
troops into the Gudbrand valley in support of the 
Norwegians. 

Thus, w hat we have is a five board scenario that 
begins with a poorly equipped Norwegian combat 
group deployed on board five, awaiting a German 
advance across board four. To win, the Germans 
must have a continuous road, connecting the north 
and south edges, no hex of which is occupied by or 
adjacent to an unbroken and unmeleed Allied 
squad, at the end of 14 game turns. While the 
previous scenarios only required a penetration of 
the defender's position, this one requires that they 
be contained and/or eliminated. 

The scenario's most novel feature, however, has 
to do with the reinforcements each side is to receive. 
Cunning creatures that they are, the Germans have 
dispatched a light flanking force which arrives on 
one edge of one of the three center boards, with the 
precise location to be specified prior to the placing 
of any pieces on the board. The defenders will 
receive a somewhat larger and better-equipped 
company of British troops at the north edge of 
board 6. What complicates things for both sides is 
that the time of arrival of these forces is dependent 
upon dice rolls. During each Rally Phase the player 
whose turn it is rolls the dice. For the Allies, a roll 
equal to or less than the current game iurn is good 
enough, while the German player must roll less 
than the current game turn. 

Any one who plays wargames is, of course, 
accustomed to the idea of having chance play a part 
in things. While l do not consider myself a highly 
competitive player, one of my personal quirks is 
that 1 normally dislike the games in which chance 
plays a role in determining the arrival of significant 
reinforcements. However, the nature of the ram 
domizing process here is such that, in most play¬ 
ings, it introduces a degree of uncertainty that adds 
a very enjoyable and wholly plausible element to 
the scenario. 

Before considering the statistical specifics of 
reinforcement arrival, let’s look first at just what 
the scenario’s victory conditions will require given 
the arrangement of the boards. Starting at the 
south edge, there is just one possible road for 
almost half the total distance. From the fork just 
south of the village in the center of board 3 to hex 
2U7 there exists two separate roads. From this hex 
to 2U3, between the cliffs of hills 538 and 621, there 
is again but a single road. Since the road leading 
west from U3 splits again there are, ultimately, 
three distinct routes across the width of board 6. 

Comparing this scenario with the two already 
discussed reveals both similarities and differences. 
In all three situations it is necessary, initially, to de¬ 
fend across the playing area. Failure to do so will 
allow rapid enemy movement into the defender’s 
rear area. Why he would wish to do so has already 
been discussed for the first two scenarios. 


Some of the differences appear when one con¬ 
siders the motivation for such movement. In 21, all 
the attacker needed to do was get across the playing 
area. While Scenario 22 required exit via just two 
roads, the effect was much the same. In the current 
scenario, however, we have what is really a posi¬ 
tional battle. Now movement through or around 
the initial defensive positions has two motivations. 
The first is to pin the defenders into an area in 
which they can then be destroyed. The second is 
linked to the existence of those British rein¬ 
forcements. But the specific problem they pose 
depends upon when they arrive. If they arrive early 
enough they might well be able to manage to link up 
with the Norwegians. No matter when they arrive, 
that length of road between 2U3 and 2U7 will be a 
tempting target. In connection with both of these 
motivations the German player must consider what 
part he will assign to that flanking force he will 
ultimately receive. 

There are really two aspects to the reinforce¬ 
ment question. The first, of course, is the question 
of when, in the game, will they arrive. The second 
has to do with the arrival of one player’s rein¬ 
forcements relative to the arrival of the other 
player’s troops. This becomes particularly impor¬ 
tant if each player intends to have his force attempt 
to gain control of the board 2 bottleneck. 

In terms of when, over 75 % of the game will see 
the British entering on turns 4, 5, 6, or 7. The same 
percentage of games will see Germans appearing on 
turns 5 through 8. Individually, the percentages for 
these turns are 14.9, 20.6, 22.3 and 18.3. In only 
13% of games played will the British appear after 
turn 7 or the Germans after turn 8. Because of the 
likelihood of British arrival during the first half of 
the scenario and the existence of that single road 
across the center of board 2, I conclude that, most 
of the time, the German Hanking force will be 
required to act against the British. 

Just what this might involve brings us to the 
second statistical matter. As with the first one the 
British have the edge, but, since the Germans move 
first, in each game turn, it’s not much of one. In 
16.5% of games played the British will arrive the 
player turn immediately before the one in which the 
Germans do, while the Germans will repay the 
favor only 15.2% of the time. Taken together, this 
means that 31.7% of the time reinforcement 
arrivals will be in sequential player turns. There is a 
27.1% chance that one player will gel in a second 
player turn before his rival receives aid, and a 
19,7% chance of a three player turn advantage. 
Based upon both my experience with this scenario 
and these numbers, I find that the random arrival 
factor is a controlled one. True, it might happen 
that the German company appears on turn 3 while 
the British one doesn’t show up until turn 12, but, 
on the average, it won’t happen more than once in 
every 2,500,000 plus games. 

Turning now to the cast of characters present, 
the Norwegian force of 16 squads is evenly divided 
between 4-4-7s and 3-4-7s, and led by four (7-0 to 
8-1) leaders. Their weapon support includes only 
two HMGs and a crewed 37L ATG. The British 
bring as many leaders for their twelve 4-5-7 squads, 
but two of them are 9-Is. They carry a half dozen 
support weapons, equally divided among LMGs, 
MMGs and ATRs. 

The infantry component of the northbound 
German force consists of 18 squads rather indif¬ 
ferently led by six leaders, the best of whom is a 
single 9-L Local artillery support is provided by 
two 50mm mortars and two short barreled 75mm 
guns. The five vehicles provided consist of a 
PzKwIB, an MG armored SPW251/1, and three 
trucks. While the Hanking force brings only three 
LMGs, its nine squads are better led with four 
leaders, including a 9-1 and a 9-2. 
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Figure 5: Position of a German covering force in Scenario 24. 


The first decision of any game is selection of the 
board and the edge upon which the last-mentioned 
German force will appear. My favorite is the east 
edge of board 2. After that the Norwegians appear. 
More accurately, one should say that a number of 
stacks topped by concealment counters appear. 
Restricted to whole hexes of board 5, the initial 
placement should be made with an eye toward how 
the game will develop. 

The main possibilities are to stand and fight*on 
board 5 or to attempt a retreat under pressure into 
board 3. My experience has been that the former is 
a poor choice. In its most extreme form it allows 
early German penetration into the village area, par¬ 
ticularly by the AFVs. This places them in a central 
position from which they can intervene in either of 
the battles. Moreover, in a battle of attrition in the 
forest mass on board 5, the advantage is with the 
Germans. Since the only common terrain effects 
modifier will be a + 1. broken units will be the most 
common adverse fire combat result. With a broken 
side morale of seven for the Germans versus five for 
the Norwegians, and the Germans having twice as 
many - 1 leaders, it’s easy to see where that will 
lead. 

The only way to improve that situation would 
be to inflict sufficient losses upon the Germans as 
they advanced across board 4. My limited efforts at 
that sort of thing proved to be quite ineffective. The 
scattered trees (remember, no wheat fields at this 
time of year) are numerous enough to block LOS in 
all too many cases, while the 75s are very handy for 
smoking the hexes with the HMGs in them. 

Figure 4 shows what I’ve been trying lately. The 
idea is to encourage the German player to advance 
with some caution, or to cause him losses if he is 
rash. The AT Gun is located where it has a good 
field of fire. At this point in the war, this weapon 
should still command respect. In the three to six hex 
range against a small, moving target (i.e., seven or 
less TO HIT), a 37L kills the halftrack from 42 to 
72% of the time, depending upon target facing. 
The corresponding figures for the PzKwIB are 29 
and 56%, respectively. Trucks would perish 65% 
of the time. 

The other stack with a large concealment 
counter on it, plus two of the eight infantry stacks, 
are dummies. One of the new COD rules that makes 
its appearance in this scenario allows a stack topped 
with a concealment counter the ability, subject to 
certain restrictions, to move without losing its con¬ 
cealed status. That potential, coupled with some 
low cunning, represents one weapon available for 
the delay of the German advance. 


Because of the structure of the I FT it follows 
that the two different types of Norwegian squads 
should not be mixed together in the same stack. In 
order to get the most out of them, each HMG has 
one of the8-1 leaders stacked with it. Hopefully, 
also, they will be around when it comes time to 
move. Taken together and mixed in with the 
number of concealment counters provided, the 
above considerations go a long way toward deter¬ 
mining the number and composition of the stacks. 

Where they go is much more of a problem. The 
HMG stacks have been positioned to cover the 
center and the east flank, but they do not have good 
fields of fire. Deployment further south, either 
initially or during the course of the game, will not 
help much, and risks their isolation. In general, the 
distribution of forces is based upon the idea of a 
withdrawal once the German player approaches the 
junction of boards 4 and 5 in strength. Prior to that 
time, if the dice allow, some rear guards should 
entrench in hexes along the perimeter of board 5*s 
main forest mass, with preference given to hexes 
(e.g., 12 and P3) which are adjacent to the road. 
Other entrenchments are to be constructed by the 
stack starting the game in T8. Likely locations 
include 5S10, 5VI0and 3R8. 


The German player’s advantage stemming from 
the superior caliber of his troops can be dribbled 
away by a sloppy entrance. A sloppy entrance is one 
which considers only the existing enemy fields of 
fire and ignores the potential ones. While, as I’ve 
just mentioned, I don’t think much of Norwegian 
movement to the south, that attitude is based upon 
the supposition that the German player has not 
done something foolish. If, for example, he’s left 
large numbers of squads milling about in that field 
around 4W6, consider what harm might be done if 
the stack at 5N1 were to move into 4W1. 

Since most of the German troops will enter on 
foot, a thoughtful entrance will provide them with 
a reasonable degree of protection. This is best 
accomplished by using the halftrack and one or 
more trucks to position troops in commanding ter¬ 
rain. The lone tankette is also handy in this protec¬ 
tive role. Figure 5 shows a possible shield for an 
advance along the eastern half of the playing area. 
Only the vehicles transporting troops, their cargos 
and the PzKwIB are shown. 

Turning now to the conflict of the rein¬ 
forcements, each side requires three turns in which 
to occupy the important hexes on both sides of the 
only road crossing the center of board 2. As we’ve 


Figure 4: A Norwegian sciup for Scenario 24. 
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Figure 6: Recommended west bank starting positions for Scenario 27. A = three squads, a LMG, radio, and 8*1 leader. B = three squads, a MMG, radio, and 9*1 leader. 
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already seen it’s quite likely that neither side would 
have that much time. Should the Germans be so 
fortunate, their best move is to occupy the relevant 
terrain of hills 538 and 621. By itself this will, of 
course, be insufficient since there are other points, 
north of the bottleneck, at which the roads can be 
threatened. The buildings at 2T1 and 6X8 will serve 
quite nicely, and have the advantage that there is 
some cover connecting them. Defending a ground 
level position on board 6 against an attack across 
that board is a difficult task. Thus, 1 prefer to keep 
the Germans up on the hills, where they wait for 
help, rather than to place them at or north of a 2T1 
to 6X8 position. 

If it’s the British who get lucky one has a choice 
of trying to hold both sides of the road or of con¬ 
centrating on one of the hills. The decision should 
be made in response to the game situation at that 
lime. 

This scenario was one of the original group 
accompanying the first version of COD, which 
makes it about two years old. In that time the 
changes made have been minor, except for the 
reversing of board 5. Such changes as have been 
made have been in favor of the Allies, whom 1 still 
see as having the more difficult side in what is, 
nevertheless, one of my favorite scenarios. 


Scenario 27—The Dinant Bridgehead 

When I learned that COD would contain one of 
the river boards, I made a bet with myself that the 
situation portrayed in this scenario would be one of 
those included. The crossing of the Meuse River 
was the last major German problem posed by an 
advance through the Ardennes. In evaluating this 
possibility the French thought in terms of a 
timetable based upon the assumption that the Ger¬ 
mans would need to bring up a considerable 
amount of heavy artillery before a crossing would 
be attempted. As in other things, the French failed 
to recognize the tempo of events possible under the 
direction of the gifted among their foes. Thus, 
here, as at other locations along the Meuse, the 
stage was set for a confrontation between a force 
led by an aggressive commander and one not yet 
brought up to the strength really required to defend 
a vital natural barrier. 

Playing this scenario a few times should give 
you food for thought every time, in divisional or 
corps level games, your units zip across a narrow 
blue line. To the extent that the approaches and the 
river itself can be observed by a foe provided with 
artillery or airpower, a river crossing is one of the 
most difficult military operations. The whole 
process is so very slow. 


Because of the way in which the victory condi¬ 
tions dominate the scenario, they require careful 
attention. The objective for the German player is to 
secure a safe crossing point, defined as a con¬ 
tiguous band of five letter rows stretching from 
bank to bank. Such a crossing point includes the 
bank hexes on each side of the river. The crossing 
point selected is secretly recorded prior to any other 
activity in the scenario. There are three 
requirements for a secure crossing point. On the 
positive side there must be an unbroken German 
squad in each of the two bank areas after ten turns. 
The negative conditions refer to those things which 
the German player must prevent. By game’s end he 
must see to it that no French squad is within ten 
hexes of any crossing point hex unless it lacks a LOS 
to any crossing point hex, is broken, or is locked 
in melee. In addition, no French leader with a func¬ 
tioning radio can have a clear LOS into any cross¬ 
ing point hex. Smoke is dealt with quite carefully. It 
is considered to block the LOS of a leader, but is 
not a factor as far as squads are concerned. As 
befits the strategic importance of such a crossing, 
casualties are of no consequence, except that the 
K1A elimination of the 10-3 leader that represents 
Rommel leads to an automatic French victory. 



Figure 7: Recommended German cast bank starling positions for Scenario 27. A = S, 2 LMG, SB. and 9*1 leader. B = S, LMG, SB, and 8-1 leader. C = 2S. MMG. HMG, and 10-3 leader. 0 = 2S, LMG, and 2KF. 
F: 3S, LMG. 2KF, GF. F = S, MMG. SB. and 8-1 leader. G = 3S, ferry, and KF. (S = squad. SB = sturmboat, KF klcinc fiossacks. GF - grosse flossacks). 
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As ihe scenario opens, a weak German force 
consisting of five squads, a 9-1 leader, a 9-2 leader, 
and two LMGs is isolated on the west bank. On the 
east bank wait two dozen squads led by seven 
leaders besides Rommel. They carry a HMG, two 
MMGs and eight LMGs. In direct support they 
have two PzKwIIDs, a pair of PzKwIIIDs, and two 
of those short gun PzKwIVCs. Their lift capacity is 
provided by four sturmboats, four grosse flossacks 
and six kleine flossacks. (I ask you, what other 
game gives you any kind of a flossack, let alone 
both big ones and little ones?) Finally, the offboard 
artillery modules are one of 80mm and two of 
105mm. 

Against this mass of men and material the 
French manpower consists of 16 of their 4-5-7 
squads, four leaders, two crews and a -2 sniper. 
Their support weapons consist of a 60mm mortar, 
two MMGs and four LMGs. The onboard artillery 
is a pair of 25LL AT Guns. Offboard, the French 
have available a 75mm module and a 105mm 
module. To help protect them and/or confuse the 
foe, the French also have eight concealment 
counters. 

The first question to be considered is, of course, 
the location of the crossing point. This area need 
not have any connection with the location of the 
German assault crossing, but the latter must 
ultimately secure the former. Study of the victory 
conditions and the terrain of board 3 provides us 
with some useful guides to a sound German selec¬ 
tion. 

Practically, the first requirement, of a squad in 
each bank, is the easy one. Of the remaining two 
conditions, the last is the more pressing because the 
range is not limited. On board 3 the high ground 
consists of four hills and one two level building. A 
careful study of the lines-of-sight from each of 
these reveals that every possible crossing point is 
visible (from one or another of the top level hexes 
of the five locations in question) from at least four 
of the locations. This means that the German 
player must be prepared to eliminate the hazard 
posed by all French leaders from well over half the 
area on board 3. 

A number of crossing points at the south end of 
the board have no hexes visible from hill 498. In 
addition, there’s a much narrower band just op¬ 
posite hill 522 where the trees in 3W8 block the LOS 
from hill 522. Two factors argue for a southern 
crossing point. First of all, the elevated observation 
points are more closely packed for a crossing point 
in that area, thereby making them easier to reach by 
infantry and/or artillery fire. Looking at the third 
requirement for a secure crossing point gives us the 
second reason: there simply aren’t many places for 
a French squad south of one there. At the crossing 
points opposite hill 522 there are a number of good 
observation points, within ten hexes, both to the 
north and to the south. In addition, there are many 
more ground level lines-of-sight. For discussion 
purposes, then, let’s pick BB through FF as the 
crossing point. 

The deployment of forces opens with the place¬ 
ment of the German recon unit on whole ground 
hexes on the west bank of board 7. Practically, 
there are three possible locations, given that all 
units must be within eight hexes of each other. 
Figure 6 shows them occupying buildings close to 
hill 534. The other possibilities are the woods and 
building hexes around L9 and the woods hexes 
around CIO. In either of these latter two cases some 
units might be placed in G10. The argument for the 
placement shown is that it will allow fire to be 
brought to bear on French units on hill 522. Given 
the commanding nature of hex 318, that is a 
reasonable objective no matter what crossing point 
is chosen. Thus, this placement does not tip the 
German’s hand. Of the other possible locations, I 
prefer the one around L9. This one can be seen as 
an effort to take hill 522 in order to secure a 


southern crossing point, or as an effort to produce 
a secure beachhead for a more northerly landing. 
From this you should conclude that the French 
setup should not be particularly sensitive to where 
the west bank Germans go. 

The function of most of the French forces 
shown in Figure 6 is probably clear, but some 
aspects are worth mentioning. The stacks of squads 
with the radio-equipped leaders are there to 
attempt entrenchment. With three of them there’s a 
62% chance of success, even without aid from a 
leader. That stack in O10 is there because of the 
Germans in V9 and the fact that the opposite bank 
is one of the better places to get boats into the 
water. When possible, I like to have something in 
the way of a reserve, and that’s w hat we have in R6. 
Because the Germans on the west bank are to the 
south, the stack in W10 will be free to move into 
7K9, 7L9 or 7M10 depending upon German inten¬ 
tions as they are revealed by the German setup. 
Finally, the minor deception in DD8 is not expected 
to last very long, but it might be worth something. 

That leaves us with the AT Guns. Versus the 
boats, they have less than a 5% chance of doing any 
damage to them once they’re in the water. They’ll 
do two to five times better than that versus enemy 
armor on the opposite bank, so that makes them 
their natural prey, along with the vehicle being 
ferried. Unfortunately, there aren’t all that many 
good locations which don’t also happen to be close 
to other useful pieces of terrain. With three artillery 
modules on the other side one has to worry about 
things like that. Because of the favorable height 
modification the one at K7 stays where it is. The 
one starting in R9 will move to R10 to improve its 
field of fire. 

And now for the German side of things. First of 
all, will Rommel gel out there and fight? Yes, say I; 
it is, after all, only a game. With that out of the 
way, one faces the questions of where do you go 
into the water and when do you do it? 

Everything considered, I don’t have much use 
for smoke as a means of wrecking a French leader’s 
LOS. The wind this day is a mild breeze; according 
to the current weather rules there is a small chance 
that the breeze will increase to a heavy wind and 
completely eliminate all smoke effects. By itself, 
the chance that that would happen might be small 
enough to ignore. But, when you couple it with the 
uncertainties of firing smoke or setting fires on 
demand, I see smoke as a last ditch effort, not as 
something upon which one plans. 

Belief in that line of reasoning places the 
responsibility for dealing with the question of con¬ 
trol up to the German infantry and artillery. 
Hopefully, for the German player, what one can’t 
accomplish the other can. Given the time available, 
I don’t see an alternative to an immediate rush 
across the river. One of the reasons I enjoy this 
scenario so much is because it’s so much fun to pull 
the trigger and watch it go. 

As you can see, I’ve split the German force into 
two parts. You have probably noticed my tendency 
to advocate concentrations on the part of an 
attacker. In general, I do find that useful, but this is 
an exception, determined by three factors. Firstly, 
the objectives are disbursed. Secondly, not all easy 
bank hexes are conveniently reached from board 5 
in one turn. Thirdly, disbursion reduces the effect 
on the enemy’s offboard artillery. 

Starting from the north, the ferry and all but the 
sturmboat can reach the river in one turn by moving 
straight west. The PzKwIIID is the ferry’s 
passenger and moves accordingly on the first turn. 
Because its trip across will probably take around 
seven turns, no other vehicle can possibly make it. 
This relegates the other five tanks to taxi service or 
a fire support role. The other two vehicles in this 
northern group are a reserve, intended for use at the 
water’s edge as soon as the development of the 
scenario indicates their best use. 


The stack in M1 moves straight west to the river, 
where the squads will attempt to entrench while the 
leader tries to find someone back at the battery. 
Having dug a hole, these troops, like those attempt¬ 
ing to dig in in Bl, will, for the most part, head 
across the river. How' they will travel depends upon 
how many sturmboats have managed a round trip 
back to the east bank. If too few of these are 
available when the time to cross comes, the boats 
left behind in 5H1 and 511 will be used. 

The main German force is in the south, and 
most of what you see there is heading across the 
river as quickly as it can. All of the infantry units in 
B2, C1, D1, E1, G1 and 11 can end their first move¬ 
ment phase adjacent to a river hex, or, in the case of 
the group starting in 11, a marsh hex. Thus, all will 
be able to launch during the Advance Phase of the 
first German player turn. In order to accomplish 
this, the MGs and the leaders are distributed as re¬ 
quired, with a bias toward placing them in the 
sturmboats, in which, as we’ve seen, they are safer. 

One kleine flossack and one LMG remain 
behind in 11, as do the large model rubber boats in 
H1 and the 8-0 leader in G2. Of the group in Bl, the 
leader moves down to 7DD3 while the two squads 
stop in 7EE3, where they will attempt to dig in dur¬ 
ing the next turn, thereby giving that 8-0 leader a 
better place from which to direct fire. Rommel’s 
stack stays in FI in order to place hex 318 under 
fire. This, initially, is the same mission to be under¬ 
taken by the German tanks in G3, H2 and H3.1 like 
to move that second MID down to 7AA5; the IVs 
might stop in 7Y3 and 7Z3. 

The German force available as the scenario now- 
stands is weaker than the original one. Initially, the 
recon group had an additional squad and two more 
LMGs, while the Germans had twice the present 
allotment of medium and heavy MGs. The French 
have benefited to the extent of gaining those eight 
concealment counters. As one would expect of any 
scenario with this much artillery present, the dice 
will contribute an enormous amount to the out¬ 
come of any particular playing, but that doesn’t 
bother me, and I hope it won’t trouble you. 


Scenario 31—Chateau de Quesnoy 

To place this scenario in proper perspective, the 
decisive battle for France was over. The date, June 
6, 1940, is four days after the end of the evacuation 
of Dunkirk, and is the second day of the German 
offensive against the French line along the Somme 
and the Aisne. With perhaps a third of the original 
number of Allied divisions lost, the survivors had 
to defend a front longer than their original one. Off 
balance and short of time, men, and material, con¬ 
struction of a defense in depth was not possible. 
Some places, however, were, at least in part, 
prepared, and the chateau of the title was one of 
them. 

To win, the German player, in command of a 
portion of the 25th Panzer regiment, must have un¬ 
contested control of the chateau after 14 turns, 
while losing no more than 25 squads and/or crews. 
Since each crewed AFV counts as two crews, this 
means that the assault can cost the German player 
no more than 40% of his force. 

That the assault could cost more than that is the 
result of the caliber of the defenders, elements of 
the 4th North African division, and the weapons 
with which they are equipped. A dozen 4-5-8 
squads and half as many 4-5-7 ones are led by five 
leaders (two 8-0s, an 8-1, a 9-1, and a 9-2). The 
squad-served support weapons are a mixed lot: two 
HMGs, four LMGs, a 60mm mortar and a rather 
odd 37mm infantry gun. Given the numbers and 
mobility of the attackers, the above force would be 
hopelessly outclassed if that was all with w hich the 
French player had to work. Fortunately for him, 
there are four of the famous French 75, a pair of 
25LL AT guns, six crews, and 75 mine factors. In 
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Figure 8: Recommended French intiial position for Scenario 31. A = two457s, 8-0, and ? in a trench. B - two458s.8-l LMG. and ? in atrench. C = iwo 458s, 8-0. LMG, and ? in a trench. D = two 458s. 9-2. HMG 
and ? on second level. E * two 458s. LMG, 37mm IG, and ? on second level. F = 457. 60mm mortar, and ? in entrenchment. Minefields are shown by red dots. Booby traps are shown with red squares. 
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addition there’s a handful of trench, entrenchment, 
roadblock and wire defenses, plus some conceal¬ 
ment counters. One extremely important aspect of 
the setup rules is that the six guns and their crews 
may use Hidden Initial Placement. The set up 
restrictions allow placement of the French forces 
anywhere on the southern three-quarters of the 
boards. Before deploying everything one must, of 
course, consider the German capabilities. 

This German force is both formidable and 
reasonably well-balanced between infantry and 
armor. Ten leaders (8-0 through 9-2) direct the ef¬ 
forts of 29 squads and six crews armed with nine 
MGs and three 50mm mortars. The five tanks 
aren’t bad by the standards of 1940: three 
PzKwIIIDs, a IVC and a IVD. Regrettably, for the 
German player, both of the IVs have the short 
barrel. What he’s apt to find more regrettable, 
however, is that tanks with - 1 armor DRMs must 
beware of the French 75. As any player of the SL 
system knows, the probability of killing an AFV is a 
function of several factors. However, when all of 
the modifiers are added up, one shot from a 75 will 
generally kill more than half of the time. Overall, in 
this scenario, the 25LL is about half as deadly as is 
the 75, against tanks. 

But tanks aren’t all that come across the north 
edge of the map. A half dozen assorted, armed, 
halftracks are joined by an interesting assault gun, 
the sIG 1B, which sports a 150mm gun. While ideal¬ 
ly suited for the role of building destroyer, it has 


two defects. First of all, it suffers the same longer 
range accuracy problems as do the early model 
PzKwIVs. Secondly, it shares the - 4 armor DRM 
common to halftracks. Against this latter group of 
vehicles the one shot kill probabilities range from 
around 40% to 80 + %, for common situations, for 
the two different French guns. 

Finally, the Germans have a module of 81mm 
mortar support, four trucks and an unarmed 
Kubclwagen. Because of their vulnerability to all 
sorts of fire, the trucks should be held off of the 
board until the French position has been developed 
and, in some area, neutralized. One might be able 
to accomplish part of the first of those activities, 
and annoy your opponent, by sending the Kubeloff 
on a glory ride intended to draw fire. Even if it 
doesn’t draw fire, one can always park it adjacent 
to terrain likely to contain a gun, and go exploring 
with its passengers. 

In the course of developing COD, this scenario 
underwent changes at least as significant as any 1 
can recall seeing in the other SL, CO! or COD 
scenarios. The most obvious change was that, 
initially, all French units were deployed using Hid¬ 
den Initial Placement. I imagine that the reasons 
for dropping this had more to do with the problems 
of handling that many hidden units rather than 
with play balance considerations. In addition, the 
French lost both an 8-1 and a 9-1 leader, while the 
Germans gained three 4-6-8 sapper squads. In com¬ 


pensation, the French received a dozen conceal¬ 
ment counters, a pair of 4-5-7 squads, and the two 
25LL AT Guns, complete with crews. 

This is one of those scenarios in which the ter¬ 
rain is particularly important. All of these boards 
feature close terrain so that, particularly when the 
wheat is upas it is in this scenario, the LOS problem 
is quite significant. Board 6, about which so much 
of the action of this scenario centers, is particularly 
bad in this respect. Only the chateau (6N4) and 
nearby building 6J8 are multistory structures. 
Thus, each possesses an obvious military 
significance over and above the importance assigned 
to the chateau by the victory conditions. 

One of the things that makes this scenario the 
enjoyable thing it is is the fact that the French 
player can win in either of two ways. It’s been my 
experience that most gamers think first of denying 
the chateau to the German player. Since, to 
paraphase H. G. Wells, cardboard soldiers leave no 
cardboard widows and orphans, we might be 
forgiven the (no doubt infrequent) times when the 
butcher’s bill runs too high. Here, however, the 
casualty ceiling is a very significant factor since the 
scenario does not end merely because the German 
player holds the building at some point prior to the 
end of the 14th turn. He then must maintain control 
without losing too many units. This fact expands 
the number of options open to the French player. 
Obviously, the chateau must be defended, but 
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possible French positions should also be examined 
with an eye toward the long term chances of making 
a German geographical success too costly. 

My experience with this scenario has been suffi¬ 
cient to persuade me that a defense solidly concen¬ 
trated about the chateau is probably a weak one. 
With Hidden Initial Placement restricted to the 
guns, an infantry concentration is obvious. Subject 
to no known danger, but that due to long range MG 
fire, a sweep of an area by German infantry and 
scouts will, one way or another, soon disclose any 
guns there. Unsupported, the guns will not last 
long, and the German player should then be able to 
get his armor on the board and close to his objective 
fairly rapidly. In addition, broken German units 
that manage to reach cover are unlikely to be 
threatened by bypassed French infantry. 

Figure 8 shows one way in which the French 
might be deployed. While there are numerous ways 
in which this can be done, this one will illustrate 
some basically sound ideas. Looking first at the 
chateau, the positioning of a pair of long range 
weapons there, on the second level, offers quite 
obvious advantages. Two squads with each such 
weapon increases the probability of their con¬ 
tinuous use, although moving the unneeded squads 
to different hexes might be worthwhile. The first 
floor troops in N4 represent the French reserve. 
About the gun in 05,1 have a confession to make. I 
am completely unable to resist the picture of a 75 
pointed down that long, elegant drive. 

Building 6J8, the only other multistory struc¬ 
ture on the map, is also a logical candidate for a 
long range weapon. As mentioned before, control 
of this building is not a direct requirement of the 
victory conditions, but seizing this building is an 
attractive idea to the German player for at least two 
very good reasons. One is that it then ceases to be a 
threat against his forces. A second is that it is an 
ideal spot from which to call up the offboard 
mortar support. Because of this type of thinking 
l’ve included a defensive force just to the east, 
which also allows use of the light mortar in an in¬ 
direct mode. 

Thq remaining French infantry has been 
deployed in an arc around these two positions. The 
hope is that those forces in the area assaulted by the 
Germans will inflict some losses before they are 
overrun. In addition, they frequently provide a 
degree of protection to some of the gun positions. 
Those left untouched by the initial assault will, of 
course, be able to make their way toward the 
action. Only by attacking along a broad front, or 
by detaching a fairly strong flank force, can the 
German player prevent movement into his rear area 
as he advances. Either of these courses will weaken 
his main drive. 

This leaves us with roadblocks, guns and mines 
to consider. The last of these topics is complicated 
by the introduction of booby traps. I think that it’s 
appropriate to consider these together, because 
they represent the principal means whereby the 
French player creates uncertainty in the mind of the 
German player. I went on at some length about the 
business of uncertainly in an earlier article in con¬ 
nection with scenario 18, so I’ll keep this treatment 
short. Briefly, the idea is that any hidden placement 
of a source of peril should be considered a means of 
provoking caution and uncertainty in the mind of 
an opponent. The longer the peril goes unrevealed, 
the greater becomes the tension. 

Roadblocks are, at best, a temporary obstacle. 
Combined with hidden guns capable of inflicting 
considerable damage upon anything the Germans 
have, however, they become very thought- 
provoking items. Does, for example, that clump of 
trees in 401 contain an AT Gun just waiting to take 
a side or rear shot at a tank sitting motionless in 
6Q10? What significance is there to the particular 
placement of those two roadblocks across forest- 
road hexsides? 


Clearly, those types of questions evaporate as 
hidden units arc revealed. For this reason, the guns 
should not fire until a worthwhile target presents 
itself. Hopefully, at least some of the guns will be 
where such targets do appear. For those not so for¬ 
tunate, they may be moved toward the action or 
simply left. An example of a gun in the first 
category would be the one in 5Y4 if the German ad¬ 
vance is along the eastern edge. There is, however, 
little need to move the one in 5P9, since something 
of value will almost certainly appear if one but 
waits. 

The minefield factors can be utilized in many 
ways. Here I’ve chosen to booby trap the building 
in 6X8 and the stairway in 6J8 with two factors 
each, at a cost of four minefield factors. Most of 
the remaining factors have been placed in an arc 
beyond the infantry position, with two factors per 
hex except for hex 4R6, which has one, and 5X10 
which has four. No antitank mines have been used. 
Hopefully, these mines will inflict some delay and a 
casualty or two. 

To close off the discussion of this scenario, 
what might the German player do? To begin with, I 
do not recommend a blind charge across some por¬ 
tion of the north edge in the hope that there would 
be nothing there. I would find that as disagreeable 
as I would the idea of stacking all of the guns in one 
locality and hoping that the German player would 
guess wrong and enter there. My playing time is far 
too limited for me to have any use for that sort of 
silliness. 

Given what would be visible to an attacker here. 
I’d be inclined toward holding most of my force off 
of the board while a limited force probed for the 
French positions. Such an approach costs time, but 
heavy, early losses will cripple the attack. 

One possiblity is to approach along board 6 
with an initial objective of determining what the 
tree line just south of the wheat fields contains. A 
single squad transported to 6AA10 by a PzKw HID 
and unloaded into 6Z10 should do the trick at that 
end of things. The other end is easily reached in two 
turns by infantry advancing via the buildings lying 
north of the wheat fields. If the woods were empty 
this might plausibly be followed by the movement 
of men and MGs by tanks and halftracks into the 
woods opposite the French position at 6X3 for the 
purpose of eliminating whatever might be there. 
With that accomplished attention would then likely 
turn toward the AT Gun in 6Y6. My enthusiasm for 
that plan would, of course, be severly dampened by 
the discovery of those minefields. 

Some Final Remarks 

By now it must be obvious that my enthusiasm 
for SL and its children remains high. I hope that 
what you’ve read helps you to be a better player at 
this, one of the most interesting games in our 
hobby. If all goes well we’ll meet again, in a year or 
so, when, I fear, CpI. Medrow will encounter the 
greatest dangers of his cardboard life. Stay tuned 
for further bulletins. . 

☆ 


BEST SELLER LISTS 

As is our recent custom, we proudly present 
the sales rankings for the Avalon Hill game line 
based on totals for our 1979 Fiscal Year which 
began May ’79 and ended April ’80. Titles in¬ 
dicated by an asterisk indicate that they were not 
available during the full fiscal year due to recent 
introduction. Figures for the ALL TIME list in¬ 
clude all versions of the game sold to date which in 
some cases (GETTYSBURG , D-D A Y, & FOOT¬ 
BALL STRA TEG Y( may include as many as five 
different editions. Titles are placed on the ALL 
TIME list only after having sold in excess of 
100,000 copies while under Avalon Hill owner¬ 
ship. Sales rankings do not include sales made 
while in the hands of a different publisher. 

1979 AVALON HILL BEST SELLERS 

1978 

Rank Title Rank 

1. FACTS IN FIVE 

1 

2. MAGIC REALM* 

— 

3. SQUAD LEADER 

2 

4. MAJOR LEAGUE BASEBALL — 

5. OUTDOOR SURVIVAL 

4 

6. BOOK OF LISTS 

— 

7. WIZARDS QUEST* 

— 

8. DUNE* 

— 

9. CROSS OF IRON 

16 

10. PANZER LEADER 

8 

11. ACQUIRE 

6 

12. CRESCENDO OF DOOM* 

— 

13. FOOTBALL STRATEGY 

14 

14. TWIXT 

7 

15. THIRD REICH 

9 

16. BISMARCK* 

— 

17. TACTICS II 

19 

18. PAYDIRT 

5 

19. FEUDAL 

12 

20. PANZERBLITZ 

20 

ALL-TIME BEST SELLERS 

1978 

Rank Title 

Rank 

1. PANZERBLITZ 

1 

2. OUTDOOR SURVIVAL 

2 

3. FACTS IN FIVE 

5 

4. LUFTWAFFE 

3 

5. BLITZKRIEG 

4 

6. PANZER LEADER 

6 

7. THIRD REICH 

7 

8. TACTICS II 

8 

9. FOOTBALL STRATEGY 

11 

10. GETTYSBURG 

9 

11. MIDWAY 

10 

12. BATTLE OF THE BULGE 

12 

13. AFRIKAKORPS 

13 

14. STARSHIP TROOPERS 

15 

15. D-DAY 

14 

16. 1776 

16 

17. RICHTHOFEN’S WAR 
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AVALON HILL STAFF SHIRTS 


We have available distinguished looking four 
button down staff shirts for sale to GENERAL 
readers who have longed for a chance to display 
their wargaming preferences in a dignified man¬ 
ner. These shirts will allow the conservative adult 
gamer to advertise his interests in a discrete man¬ 
ner without having to resort to the t-shirt method 
which virtually shouts to everyone in sight that 
you’re a wargamer. These attractive white shirts 
with stylish black AH logo and red lettering (The 
Avalon Hill Game Company Staff) are sure to 
direct the conversation among your casual ac¬ 
quaintances to gaming. You’d be surprised how- 


many closet wargamers are out there just waiting 
to hear an encouraging word before confessing 
their own interests in the games. Before you know 
it, you’ve found an entirely new circle of op¬ 
ponents without having to explain what you’re 
doing walking around w ith a tank on your chest to 
the uninitiated. 

The shirts are presently available only in two 
sizes—large and extra large—and sell for $12 plus 
10% postage and handling charges. Maryland 
residents please add 5% state sales tax. Be sure to 
specify size desired: L or XL. 
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SOFTENING UP 

A PLAYER S GUIDE TO AVALON HILL’S 
NEW MICROCOMPUTER SOFTWARE 

by Richard Christie 


Richard Christie is an experienced software pro¬ 
grammer who tests and evaluates outside programs 
for Microcomputer Games as well as designing his 
own. His evaluation of the Microcomputer game 
software as presently constituted makes interesting 
reading for both computer enthusiasts and the 
mildly curious * 

The exhibition of Avalon Hill’s new microcoria 
puter games (NORTH ATLANTIC CONVOY 
RAIDER. MIDWAY CAMPAIGN, Bi t 
NUKE WAR, and PLANET MINERS) at Origins 
'80 caught many by surprise—a pleasant surprise 
for most. TRS-80', Apple*, and Pel® computers 
were in constant use at the Avalon Hill Microcom¬ 
puter Games booth, as gamers of all ages and levels 
of computer experience, from first-time computer 
users to professional programmers, enjoyed learn¬ 
ing and playing the games. In contrast to most con¬ 
ventional board strategy games, the basics of play 
of the microcomputer games are very rapidly 
learned. The computer asks for the information it 
needs to conduct the game and makes sure that all 
of the rules are followed exactly, thus allowing the 
player to concentrate on the important strategic 
planning without getting bogged down in play 
mechanics. An important feature of the games is 
that ihe computer plays one side and has been pro¬ 
grammed to give even experienced players a 
challenge. 

Several questions were frequently asked about 
these computer games at Origins '80. Before going 
into detail about each game individually, it will be 
helpful to answer the general questions for the 
benefit of those who were unable to attend Origins. 

1. WHAT COMPUTERS CAN THE GAMES 
BE PLAYED ON? 

For now, the three most popular personal com¬ 
puters are being supported: TRS-SG {Level 11}, Pet 
2001 CBM, and Apple II (Plus), All of these need at 
least I6K memory to run the programs. {By the 
way, in computer lingo, IK == 1024 - 2 ie .) 

Older versions of the Pet and Apple can also be 
used. In the case of the Apple II with INTEGER 
BASIC instead of APPLESOFT BASIC, a separate 
cassette containing APPLESOFT (provided with 
the computer) can be loaded in memory before 
loading the game program. You will need 32K 
memory for this (I6K for APPLESOFT, I6K for 
the game). 

Older versions of the Pet will have a different 
style keyboard but will run the same program. (You 
will still need 16K memory.) 

2, HOW IS THE PROGRAM LOADED? 

Each game comes with one cassette which con¬ 
tains versions of the game program for each of the 
three computers. Each version is recorded twice 
(one right after the other) in case there is a problem 
loading the first one. The TRS-80 version is located 
at the beginning of side I of the tape. The Pet ver¬ 
sion is located at the beginning of side 2 of the tape. 
The Apple version is located immediately following 
the TRS-80 section of side I, and can be found easi¬ 
ly by listening for the l+ pure T ' sounding Apple 
calibration tone approximately iwo-tbirds oT the 
way through the tape. 

Complete, step-by-step cassette loading instruc¬ 
tions are provided with each game. 


3. WHAT LANGUAGE ARE THESE PRO¬ 
GRAMS WRITTEN IN? 

The five games above were all written in BASIC. 
Once they are loaded, the programs are available to 
be listed or modified if desired by the player. Any 
modifications are strictly (he responsibility of the 
purchaser, of course. 

4. WHAT ABOUT SUPPLYING THE PRO¬ 
GRAMS ON FLOPPY DISKS? 

Many home computer owners have added flop¬ 
py disk drives to their systems. On the other hand, 
many have not. While it is certainly true that floppy 
disks load programs more quickly and reliably I han 
cassette tapes, no one can argue with the fact t hat all 
floppy disk users can also load a cassette, while not 
all cassette users can load a floppy disk! Therefore, 
it makes more sense to supply a cassette to everyone 
in the interests of efficiency. 

I f you have a floppy disk drive, then simply load 
the program from cassette and save it on your flop¬ 
py disk. From then on, you can load it from your 
floppy disk. The cassettes were professionally 
duplicated using the latest equipment and have 
proven to be highly reliable, 

5* WHAT ABOUT SUPPORTING OTHER 
COMPUTERS? 

It is very disappointing, of course, to be in¬ 
terested in these programs but have a type of com¬ 
puter other than TRS-80, Apple, or Pel, During 
Origins, there were requests for support of the 
Atari®, Sorcerer®, Ohio Scientific*, North Star®, 
and others. Our best indication is that these com¬ 
puters represent a small fraction of the total home 
computers currently in use. To add programs for 
them would increase significantly the programming 
and distribution costs without a proportional in¬ 
crease in sales. If you think we are missing a poten¬ 
tial market, by all means write and Jet us know w hat 
type of computer you would like us to support in the 
future. 

6. DO YOUR PROGRAMS MAKE USE OK 
THE HIGH-RESOLUTION GRAPHICS 
CAPABILITY OF THE APPLE? 

This was one of the most frustrating questions 
at Origins, both for us and for the people who 
asked. Graphics is this year’s fad concept. Unfor¬ 
tunately, implementation of high-resolution 
graphics In low- to moderately-priced user- 
programmable microcomputers {as opposed to ar¬ 
cade game special-purpose computers) is still a few 
years off. The reason for this requires some ex¬ 
planation. 

By high-resolution, we mean the capability of 
dearly displaying a mapboard the size of half of a 
SQUAD LEADER map section with all details, 
preferably in color (for example). It could con¬ 
ceivably take 64K memory just to store the display, 
plus additional memory to hold the programs 
needed to draw and manipulate the display. The 
generation of such a high-resolution display is 
technically feasible today, but the cost is prohibitive 
for home computer users. 

At a more reasonable cost, a fully expanded Ap¬ 
ple computer comes dose to high-resolution color 
graphics capability as w ? e have defined it. For about 
3K bucks, you can buy an Apple with a color 
monitor (which gives better picture definition than 



a regu iar T. V,) w hich is capable of drawl ng a simple 
map display, a tank, an exploding building, or 
whatever you want. At their best, graphics displays 
can add tremendously to the aesthetic appeal of a 
game. However, these features are primarily 
cosmetic, like the chrome on an automobile. They 
do not make a program a better simulation of an 
historical battle or fantasy world, but they do add 
considerably to the memory requirements and pro¬ 
grammingtime. The bottom line is that any strategy 
game program with extensive graphics will be more 
expensive for the player than one without graphics, 
especially if the graphics must be individually 
tailored for each different computer. 

The key decision to make is whether fancy 
graphics displays can be added without detracting 
from the mechanics of the game or adding an un- 
supportable cost burden to the player. By limiting 
ourselves to I6K memory, and by trying to make the 
programs as interchangeable among the three com¬ 
puters as possi ble t we arc able t o prod uce game pro¬ 
grams with sophisticated strategy elements at a 
reasonable price. Unfortunately, one of the ihings 
which had to be sacrificed w r as the special graphics 
capability of the Apple, 

This is not to say that Avalon Hill Microcom¬ 
puter Games will not be producing programs for the 
Apple with graphics in the future. If you have an 
Apple computer, you can influence us on this point 
by writing to us and asking for Apple graphics pro¬ 
grams. 

Now' that the preliminary questions have been 
answered, let's look at each game in detail. 

THE B-1 NUCLEAR BOMBER GAME 

The B-1 NUCLEAR BOMBER GAME has the 
deepest roots of the computer strategy games 
released by Avalon HilL Its ancestor was originally 
written in 1970 on an IBM-360-50 computer under 
the title MOSCO W r As such, it has some claim to be 
the first recreational computer wargame (as op¬ 
posed to those used by the Department of Defense). 

The game places you, the player, in the pilot's 
seat of a highly automated B-1 bomber conducting 
a solo penetration of the air defenses of the Soviet 
Union, Perhaps a total nuclear war is underway, or 
perhaps this is a surgical retaliatory strike. The pilot 
of the aircraft—You!—wouldn't know. A message 
is Hashed on the screen ordering the strike and 
assigning a primary target. A fail safe code, which 
you will need to know r laier to arm your bomb, is 
also displayed. You are informed of secondary 
targets and defense complexes. You must now pilot 
your aircraft to the target, drop your bomb and 
return to base. 

You must communicate with your airplane(also 
with your computer) by using two letter command 
codes. Any geographic location in the Soviet 
Union, as well as your home base, Thule AFB, is 
also referenced by the first two letters of its name. 
MO is Moscow, LE Leningrad and PS the Pskov 
Defense Complex. 

Let's look in on parts of the adventures of a 
happy-go-lucky B-1 driver as he attempts to smear 
Leningrad off the face of the Earth. 

First he finds the way to Leningrad . . . 
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COMMAND? NA 
WHERE TO? LE 

LENINGRAD SEARS 142.IT RANGE 2815KM. 
COMMAND? CO 
NEW COURSE? 142.1 

(It may seem like the computer k doing a lot of 
talking, but it takes the computer almost no time at 
all to print a one line message.) 

Our hero flies towards Leningrad . . . 

COMMAND? AU 

TIME FOR AUTOPILOT (S.M.H}? 0.20 


for thirty minutes, or until . . . 

PECHENGA LAUNCHES A SAM-6. 

SAM-6 INTERCEPTS IN 144 SECONDS, 
COMMAND? 

Our hero elects to use electronics this time . . , 

COMMAND? EC 

SAM—6 SELF-DESTRUCTS. 

Much later in the flight our hero arrives over the 
target (hotly pursued) and decides to take care of 
first things first . , . 

MIG-27 IN PHOENIX RANGE. 

LENINGRAD IN BOMB RANGE. 

KONOSHA LAUNCHES A MIG-27. 

ONEGA LAUNCHES A SAM-3. 

PSKOV LAUNCHES A MIG-31. 

TALLINN LAUNCHES A MIG-27. 

VYBORG BASE IN PHOENIX RANGE. 

MIG-27 INTERCEPTS IN 458 SECONDS. 

MIG-31 INTERCEPTS IN 222 SECONDS, 

SAM-3 INTERCEPTS IN 201 SECONDS. 

MIG-27 INTERCEPTS IN 573 SECONDS. 

MIG-27 INTERCEPTS in 10 SECONDS. 
COMMAND? PH 

PHOENIX MISSILE ARMED. TARGET? 
PHOENIX AWAY! 

MISSED! 

MLG-27 IN PHOENIX RANGE. 

MIG-27 INTERCEPTS IN 453 SECONDS. 

MiG-31 INTERCEPTS IN 217 SECONDS. 

SAM-3 INTERCEPTS IN 196SECONDS, 

MIG-27 INTERCEPTS in 568 SECONDS. 

MIG-27 INTERCEPTS in 5 SECONDS. 
COMMAND? 

As you can see, things arc not breaking our 
hero’s wav. Nevertheless he persists, and eventually 
succeeds . . . 

COMMAND? BO 
TARGET? LE 
CONFIRM DROP (Y/N)? Y 
LENINGRAD DESTROYED, 

KONOSHA LAUNCHES A SAM-6. 

SAM-6 INTERCEPTS IN 299 SECONDS, 
COMMAND? 

Fighting ofr the desperate efforts of ihe Soviet 
Air Defense Command to avenge the population of 
what used to be Leningrad, our hero flees across the 
north of Russia. At last, at low altitude, out of 
missiles and with Electronic Countermeasures 
rendered ineffective by the Russians, he attempts a 
desperation evasive maneuver . . , 

SAM-3 IN PHOENIX RANGE, 

SAM-3 INTERCEPTS IN I SECOND. 

SAM-3 INTERCEPTS IN 420 SECONDS. 
COMMAND? EV 
HI CRASHES INTO HILLSIDE. 

MISSION SUMMARY: 

PRIMARY TARGET, LENINGRAD, 

DESTROYED. 

DEFENSE COMPLEXES DESTROYED: 
PECHENGA 
VYBORG 
CREW DEAD- 
GO AGAIN (Y/N)? 

And so our hero doesn't make it back to Thule 
AFB, Still, he made it to the target. He'll probably 
get the Air Medal—posthumously, of course—if 
there’s anyone left alive in Washington, D.C. to 
hand it out. 


NUKEWAR 

The NUKEWAR computer game is a semi- 
serious simulation of a nuclear arms race and hot 
war between two hypothetical countries, "SemL 
serious’ means that the capabilities of the weapons 
and the resources of the countries in the game are 
not necessarily realistic. The human 
player—you—will act as the head of government of 
one country, and the computer will act as the 
premier of the other. Much of the fun of the game 
comes from the fact that the computer has exactly 
the same capabilities as you do, and is faced with 
identical choices. 

Each country is an 8 by 8 grid of "squares". Eight 
cities are randomly distributed among the squares. 
Each city represents eleven million people. The re¬ 
maining squares are considered rural areas, with a 
population of one million each, making the starting 
population for each country 144,000,000. Bases 
may only be built on rural areas W'hich do not 
already have a base. Each player starts with one 
bomber and one missile base. The starting year is 
chosen at random in the range 1955 to 1965. At the 
beginning, although the computer has the same 
things in his country, you don’t know where they 
are. Conversely, the section of the program that 
makes strategic decisions for the computer doesn't 
know where your cities and bases are either. A 
typical display might look like: 



where the "C’s are cities, the ‘M 1 a missile base 
and the "ET a bomber base. 

The game proceeds in one year turns during the 
cold w r ar period. Each year you (and the computer) 
must decide among three options: 

1, Build two bases. 

2, Spy (about three times as well as when 
building two bases) and build only one base. 

3, Start the war. 

Each player then decides (if no one has started 
the war yet) what kind of bases to build. In addition 
to missile and bomber bases, starting in 1965 sub¬ 
marine bases can be built, and starting in 1970 ABM 
bases. The computer then updates the map and 
reports what the spies have found in the enemy 
country. In addition, nuclear accidents can occur at 
bases in either country (and the effect may spread 
up to one square). Late in the cold war phase the 
map may look like this: 


puter (on the right) has more cities and bases than 
showm. Their location hasn’t been discovered yet by 
your spies. 

The hot w f ar can start in one of two ways: 

L You can start it (if your generals let you—if 
they don’t you lose a turn,) 

2. The computer can start it. 

Just who started the war is important to deter¬ 
mine how li kely bases are to activate autom at ical ly, 
and later to determine the effect of world opinion 
on the victory conditions. 

On the first hot war turn, some types of bases 
may automatically activate. Submarines may put to 
sea, and then must "cruise 1 to a launch location, 
from which they will later fire their missiles. Once at 
sea, submarines arc invulnerable. Bomber bases 
may launch their aircraft, dividing them between 
fighters and bombers. Bombers attack the enemy 
once they fly over to his country. Fighters shoot 
down enemy bombers attacking their country. 
ABM’s, once activated, can intercept most enemy 
missiles. As bases activate they are removed from 
the map of the opponent’s country. The "spy map', 
however, is not affected, because the spies wouldn’t 
have lime to report the changes back to head¬ 
quarters. You are kept fully informed of the status 
of your airborne fighters and bombers, of missile 
subs at sea and of activated ABM’s. 

On each hot war turn each player selects one 
base to activate. In addition, other bases may 
automatically activate. Unlike the first turn activa¬ 
tion, the player can decide how many bombers to 
send and how many fighters to keep IT a bomber 
base is activated. Activating a missile base entails 
selection of targets for its missiles in the enemy’s 
country. The results of missile attacks are applied 
and displayed immediately. A submarine arriving 
at launching position is treated just like a missile 
base. Bombers arriving over the enemy country 
must get through the fighters, but then can ‘see 3 the 
real country, and seek out and destroy bases and 
cities which are present on the real map, even if they 
aren’t on the spy map. 

At random intervals during the hot war, the 
premier of the enemy country may offer to 
negotiate. If you agree, the computer will consider 
the ratio of offensive weapons left to either side and 
decide whether to settle or continue to fight. The 
war continues until a negotiated settlement Is 
reached or all offensive weapons are expended. Vic¬ 
tory conditions are then evaluated based on popula¬ 
tion ratio modified by world opinion (usually 
against the country which struck first) and total 
population surviving. The spy map of the com¬ 
puter’s country is also updated. A typical end of 
game display may look like: 
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where the bases are represented by the first letter 
of the base type and the asterisk ("*’) represents a 
square devastated by nuclear explosion or fallout, 
in this case a nuclear accident. Of course, the com¬ 
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with victory conditions evaluated below the 
map. 

Although the range of options is limited, the 
number of strategies which can be (and have been) 
used is enormous. To mention just a few, the 
bomber strategy involves building huge numbers of 
bombers with the idea that enough will get through 
the enemy balanced air defense to trash his country. 




















22 


The spy strategy involves building a lot of missiles, 
spying to locate enemy bases, then conducting a 
first strike. The idea is to destroy hb forces on the 
ground, then pick off his cities at leisure. The game 
has resulted in every outcome from a complete 
wipeom of the computer by the human to the exact 
opposite. Having the computer handle die rolls, 
and ‘fog of war' effects makes this game tremen¬ 
dous fun to play. 



NORTH ATLANTIC CONVOY RAIDER 

NORTH A TLA NT/C CONVOY RAIDER is a 
simulation of the Bismarck breakout into the North 
Atlantic Ocean during May 1941, Opposing the 
Bismarck are the British ships Prince of Wales, 
Hood, King George V, and Rodney, These repre¬ 
sent the battleships which actually contacted the 
Bismarck historically. For advanced players, there 
is a simple method for adding the Repulse, 
Renown, and Ramilles&s w ell (just change “B = 4' 7 
to “B -7” on line 10 of the program). The British 
also have convoys and air search planes. 

As the simulation begins, the Bismarck is pull¬ 
ing out of German-control led w aters near Norway 
after having waited for foggy weather, the optimum 
conditions for attempting to break the British 
blockade and head for the open waters of the Nonh 
Atlantic. The British know the Bismarck’s approx¬ 
imate sailing schedule but do not have a good fix on 
her. The best they can do is sail in the general direc¬ 
tion of Norway and hope to intercept when the fog 
dears. Meanwhile, the convoys have panicked and 
are fleeing west at top speed (which isn't very fast). 

From this point, the player will assume the role 
of Captain of the Bismarck while the computer con¬ 
trols the British forces. The Captain of the Bis¬ 
marck has two key decisions to make. When there 
are no British battleships nearby, he must choose a 
course for his ship, keeping in mind t he locat ions o f 
German-controlled waters (to which he must even¬ 
tually withdraw) and the probable locations of 
British battleships and convoys. When British bat¬ 
tleships are present, he must decide whether to at¬ 
tempt to evade them or turn and fight. While this 
may not seem like much to decide, it is not a trivial 
task to set the best course for the Bismarck and 
decide when to fight and not to Tight, 

The British strategy is fairly simple. Once they 
have located the Bismarck by spotting it with air¬ 
craft or ships, all battleships will compute intercep¬ 
tion courses and hold them until the Bismarck 
changes course while it is spotted. W hen the British 
battleships get close enough, they will open fire, Of 
course, the Bismarck will get to fire also, usually 
with unfortunate consequences for [he British! 
Many one-on-one battles which result in the sinking 
of the British battleship can be false victories. 


though, if the Bismarck is stowed sufficiently so 
that other British battleships can close in and finish 
her off. 

If the Bismarck should happen upon a convoy 
and not have a defending British battleship within 
shooting range, it will automatically fire all guns at 
the convoy. The number of merchant ships sunk 
will be reported. Each of these is worth points w hen 
the level of victory is determined at the end of the 
game. 

The game continues until the Bismarck is sunk 
or it retreats into German-controlled waters 
heading east. * When the game is over, points are 
assigned for British battleships and merchantmen 
sunk. The British gel points for driving the Bis- 
march back to port {depending on the state of the 
ship when it arrives) or sinking it. The computer w ill 
calculate the level of victory {or defeat) and display 
it on the screen. Remember that Hiller had very 
high expectations for the Bismarck, and so don't 
expect a victory if you simply sink the Hood and run 
back to port! 

The computer keeps track of ship positions very 
accurately, but displays the positions rounded to 
the nearest 3 00 natu ical m i tes on an abst raet display 
of a portion oT the North Atlantic Ocean. The Cap¬ 
tain of the Bismarck is allowed to select any course 
from 0 to 360 degrees, and the Bismarck is assumed 
to travel at maximum speed all the time. All random 
events are handled “invisibly" by the computer. 
This saves a great deal of time and allows the player 
to concentrate on making the correct strategic and 
tactical decisions. 

Serious students of military history will find 
thai several aspects of the actual battle were 
abstracted or left out of NORTH ATLANTIC 
CONVO Y RAIDER, Specifically, cruisers and air¬ 
craft carriers play no part. (Note that this is not a 
computerization of Avalon Hill's BISMARCK 
game, although it does simulate the same battle.) 
However, the game does capture the essential flavor 
of the battle and is quite easy to learn. For students 
of naval battles who crave a more realistic simula¬ 
tion, the MIDWA Y CAMPAIGN computer game 
is for you (see below }. 



THE MIDW AY CAMPAIGN GAME 

The MIDWAY CAMPAIGN GAME is the 
most complex of the computer strategy games 
released by Avalon Hill. It provides a realistic 
simulation oT the capabilities and limitations an 
Admiral—more specifically, Rear Admiral Ray¬ 
mond A. Spruance—had to face in the carrier ac¬ 
tion called ihe Battle of Midway. 

The game places you, the player, in Admiral 
Spruance's shoes, commanding US Task Forces 16 
and 17, with orders to stop the invasion of Midway. 


As the US player, you know as much about 
Japanese plans as Admiral Spruance did, and you 
have almost the same control over your forces as he 
did. Specifically, you can control w here these forces 
go, and you have complete control over Combat 
Air Patrol and strike spotting and launching, in¬ 
cluding aircraft on the Island of Midway, 

The computer operates the carriers and aircraft 
of the Japanese fleet. The complex, inflexible and 
aw kward strategy the Japanese adopted lends itself 
well to duplication on the computer. The 
computer's style of play reproduces the decisions 
the Japanese Admiral could have made very 
realistically. With the benefit of 20/20 hindsight, 
any studem of naval warfare could easily crush the 
US fleet by concentrating all Japanese ships around 
the carriers and utilizing the superior range and 
speed of the Japanese aircraft. The computer, for¬ 
tunately for the US player, is not that smart. It 
faithfully follows the original Japanese plan, with 
all its inherent weaknesses. 

The mechanics of playing the game are absurdly 
simple for the human player. The computer keeps 
track of ail positions and of the status of all 
necessary parameters. The computer ‘invisibly 1 
rolls the dice, reporting only the results. The com¬ 
puter enforces the rules automatically. The human 
player is free to concentrate on the Hue command 
decisions; where to go, when to arm, when to 
launch and whether to keep the fighters or send 
them with the strike. 

Tactical information is provided to you, the US 
player, in the form of a map of the part of the 
Pacific Ocean around Midway Island: 

1200 3 JUNE 1942 
TF-16 C2G5T 
TF-I7 C2Q5T 


7 

6 


FLEET COMMAND; 

On the map, TF-16 and -17 appear as the 
numbers '6’ and ‘7*. Midway is the asterisk (“*'). 
Course information is shown adjacent to the map. 
Japanese forces, when and if spotted, appear as 
*JV, and ihe Japanese carriers as ‘CV. Aircraft 
status is a separate display: 

1200 3 JUNE 1942 
STATUS 


CV 

On Deck Bdow 

CAP VF VB VT VF VB VT 

Damage 

Enterprise 

0 0 

0 

0 

27 3S 14 

None 

Hornet 

0 0 

0 

0 

27 35 15 

None 

York town 

0 0 

0 

0 

25 37 13 

None 

Midway 0 0 

None 

FLEET COMMAND: 

0 

0 

L4 14 10 

None 


VF, VB and VT are fighters, dive bombers and 
torpedo planes respectively. 

To launch a strike requires arming the aircraft 
first. This takes one turn. During this time the car¬ 
rier is in a much more vulnerable condition. 
Launching also requires having a target spotted to 
attack. When a strike does conduct an attack the 
results are reported to the player: 

YORKTOWN TDB'S MISS TARGET. 

YORKTOWN STRIKE ATTACKING CARRIERS! 

CAP ATTACKS SBD h S. 

CAP SHOOTS DOWN 21 SBD’S, 

ON THE WAY IN, 

CARRIERS AA SHOOTS DOWN OSBD'S. 
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4 SBD’S ATTACK AKAGL 

AKAGJ TAKES 0 HITS. 

4 SBD’S ATTACK KAGA. 

HIT! 

KAGA TAKES J HIT. 

SECONDARY EXPLOSIONS ON KAGA. 

(etc.) 

Although based on the same historical battle, 
M1DWA Y CAMPAIGN was designed, developed 
and programmed independently from the Avalon 
Hill (or any other) MIDWA Y game. This, com¬ 
bined with the use of the computer, makes playing 
MIDIVA Y CAMPAIGN totally different from 
playing the board game. 

MIDWAY CAMPAIGN is a very unstable 
game. This means that the result is usually heavily 
in favor of one side or the other. Marginal victories 
are rare. The actual battle was of course a strategic 
victory for the US, but it is well to remember that 
the major reason was the blind luck involved in the 
split-second timing of the US attack which caught 
the Japanese carriers with a full deck load of armed 
aircraft, and in the delay of Tone search plane 
number 4, which kept Admiral Nagumo, the 
Japanese commander, uninformed of the presence 
of US carriers until it was too late. The actual battle 
could have easily gone either way, and in this 
respect the game is a faithful recreation. Even the 
most experienced player cannot win all the time. 
With proper tactics, however, and with a little bit of 
luck, he can maximize his chances of victory. 

The MIDWAY CAMPAIGN program as 
presently constituted is so large that it just barely 
fits into the 16K memory limit. In order to stay 
within this limit certain aspects of the actual battle 
had to be discarded or abstracted while retaining 
the major elements affecting the course of events. 
Surface combat, for example, was completely ig¬ 
nored. The justification for this was that, although 
there were a few occasions during WWII when car¬ 
riers managed to get under the guns of the opposi¬ 
tion {Hornet at Santa Cruz, and TF-34 at Leyte 
come to mind), in general surface actions were an 
insignificant pan of carrier battles. Submarines 
were eliminated for similar reasons. Supporting 
ships—battleships, cruisers and destroyers—were 
abstracted as an AA factor ‘buried’ in the program. 

With respect to aircraft, search was abstracted 
and buried in the program on the theory that Ad¬ 
miral Spruance had no control over the operations 
of the PBY's which bore the brunt of the US search 
responsibilities. B-17's were discarded based on 
their almost total ineffectiveness in the actual battle 
and subsequent engagements. Because there was no 
room for more than three aircraft types per side, the 
number of each type based on Midway Island was 
adjusted to account for the difference in effec¬ 
tiveness between the obsolescent ■ aircraft the 
Marines were flying, such as F2A Brewster Buffalos 
and SB2U Vindicators (also known as ‘Wind In¬ 
dicators’} and the more modern F4F Wildcats and 
SBD Daumlesses operating from the carriers. 

Despite these design compromises l he player 
will find that sufficient realism has been maintained 
in MIDWA YCAMPAIGN to give a good feel for 
the problems and decisions facing Admiral 
Spruance as he sailed through the Pacific's chill 
waters on those warm June days in 1942, 


PLANET MINERS 

The premise behind PLANET MINERS is that 
some time in the middle of the next century, the 
planets (Including moons and asteroids) will pro¬ 
vide raw materials for industry based on earth. Ac¬ 
tually, the industry for processing these raw 
materials will probably be based between the earth 
and moon at one of the two stable ‘"Lagrange' 1 or¬ 
bit points, either “L4 P1 or “L5" (or both). Needless 
to say, the organization which can control these 


resources will reap immense profits. At the same 
lime, the governments on the earth will feel that 
they must have a large degree of control over the 
utilization of resources upon which they are so 
dependent. Thus, w hat evolves is a system of a Min¬ 
ing Council of Earth granting franchises (or conces¬ 
sions) to various private companies to mine certain 
areas of the solar system. The game PLANET 
MINERS simulates the time period during which 
the solar system is opened for filing mining claims. 
What results is a situation similar to the Oklahoma 
land rush, with the four biggest corporate con¬ 
glomerates attempting to claim the best mining 
areas. 



Each of the four giant conglomerates is organ¬ 
ized along the Japanese paternalistic style (taking 
care of the employees and getting loyalty in return), 
with the founder of the company having absolute 
rule. It is nat ural therefore to think of them as being 
“families 11 in some sense of the word. The families 
are mutually hostile to each other, but will never 
take overtly violent actions. Not that they are 
morally above that sort of thing, you understand, 
but they realize that overtly violent acts are likely to 
be punished in kind. 

By this time in future history, the technology of 
space travel will have progressed to the point that a 
ship can maintain its engines running for an entire 
t rip, aecelerat ing constantly at 1 H gravity 1 ’ or “ 1g 1 ’ 
(the same force you feel all the time on earth) half 
way to the destination and decelerating at the same 
rate the other half. A trip can be made to Jupiter in 
only a week with such a ship, as opposed to the 
several years it takes with today’s technology. 

As the game begins, each family has five 
spacecraft in orbit around the earth. The crew r of 
each spacecraft has a finesse or skill rating which 
reflects the crew's ability to stake mining claims, in¬ 
fluence the Mining Council at earth, sabotage other 
ships, and jump mining claims. When the Council 
opens the solar system for mining concessions, each 
family must send its ships to planets in the solar 
system to claim the available mining concessions. 
At the same time, they will be attempting to thwart 
the other families by sabotaging their ships, jump¬ 
ing their claims, and protesting against the claims 
that can't be jumped. The Mining Council main¬ 
tains a fleet of patrol ships to guard against such 
sneaky tricks, but they arc spread thin and can’t be 
everywhere at once. 

A unique feature of the PLANET MINERS is 
that either the computer or a person can play for 
any of the four families. The game is usually played 
solitaire, with the player taking the part of one 
family and the computer taking the parts of the 
other three. It can also be played by as many as four 
persons, or even by the computer all alone! The 
computer has been programmed to take every ad¬ 
vantage it can, and so winning is not an easy task. 


The key to successful play of PLANET 
MINERS is to send your ships to the right planets. 
Since the number of available mining concessions at 
each planet is not known before the game begins (it 
is different each time), there can be no “perfect 
strategy" which will work every time. Generally 
speaking, it is best to keep the ship with the highest 
finesse value at earth to influence the Mining Coun¬ 
cil and send the others to planets with many 
available claims. Keeping in mind that the other 
families will be using a similar strategy, it is often a 
good idea to send one of your less valuable ships to 
a marginal mining location like Mars, in hopes that 
no one else will go there and you can grab all of the 
available claims with no opposition. Whenever 
possible, it is best to send a ship to a planet and leave 
it there for many days, since ships in transit are 
useless. 

In the dirty tricks department, the standard 
method for getting a claim away from your oppo¬ 
nent is to protest its validity in the Mining Council. 
For this, you will need a good finesse value at earth 
compared with your opponent. If a protest fails, the 
worst that can happen is that the Mining Council 
will be unfavorably disposed toward you for the 
rest of the day. If it works, the claim will be made 
public again. In this case, it obviously helps if you 
have the only ship at the planet where the claim has 
been made public. Otherwise, it is very likely that 
someone else can get it after all the trouble you went 
throughI 

More risky dirty tricks, with better payoffs if 
they succeed, arc sabotage and claim jumping. A 
sabotage is an attempt by agents in the crews of 
your ships in orbit around a planet to disrupt the 
controls of an opponent's ship and send it spinning 
out of control. If this works, the opponent’s ship 
w ill be useless for a number of days while his crew 
repairs it and gets back in a stable orbit. The finesse 
values of both players will influence the chances for 
success. One of the hallmarks of successful 
sabotage is that the perpetrator escapes undetected, 
and so no one can be sure who did it. One of the best 
places to sabotage is in orbit around earth, because 
gaining a finesse superiority at earth will make in¬ 
fluencing the Mining Council easier. 

If the sabotage fails and the agent fails to 
escape, the consequences are quite messy. If there 
are patrol ships nearby, then the ship of the player 
attempting sabotage is escorted forcibly back to 
earth, where the crew will be held in jail a number of 
days until the family lawyers can get them released 
on bail. This will also displease the Mining Council. 
If there are no patrol ships, things are even worse. 
The crew on the ship which was the target of the at¬ 
tempted sabotage will torture the captured agent 
for family secrets and thus gain one finesse point at 
the expense of the agent. After they release the 
agent, it will take him several days to recover, dur¬ 
ing which time his ship is useless. 

Claim jumping is an attempt to tamper with the 
mining claim marker beacons of another player at a 
planet, then convince the Mining Council to 
transfer ownership of the claim to you. This is done 
in two steps. First, the marker beacons of the other 
player are altered. This is similar to attempting 
sabotage and the results of failure are the same. 
(Nobody likes claim jumpers.) If the marker beacon 
switch is successful, then the Mining Council must 
be persuaded to change their records to transfer 
ownership. If this second step fails, the penalties are 
much less severe (similar to failing to protest a 
claim). 

The computer is programmed to make its own 
decisions about when to use these “dirty tricks" on 
you or other players. If you are getting ahead, the 
players controlled by the computer are very likely to 
gang up on you with a flurry of dirty tricks! The 
game ends when all mining concessions have been 
granted or the Mining Council gets tired. The 
nominal victor is the family with the most mining 
claims, but a solitaire player should only consider it 
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a victory if he can get more than the other three 
families combined. It is possible under the right 
combination of lucky circumstances and skillful 
play for a solitaire player to get all of the mining 
claims, but this is extremely rare. 


LORDS OF KARMA 

“What, a sixth game? I thought you only had 
five." 

This one was in the final stages of development 
during Origins. Several people were fortunate (or 
unfortunate) enough to try out LORDS OF 
KARMA on the Apple computer at Origins. Based 
on their experience, we have “fine tuned'* some 
aspects of the program and it is now ready for 
release. 

LORDS OF KARMA is a departure from the 
philosophy of the first five games. To begin, it is 
only available for Apple computers with at least 
32K memory. In the second place, LORDS OF 
KARMA is a machine language program, not a 
BASIC program, and so it is nearly impossible for 
the player to figure out how the program works or 
modify it in any way. Thus, LORDS OF KARMA 
will be a direct gauge of the fraction of the com¬ 
puter game market having expanded Apple com¬ 
puters (as opposed to I6K Apples or TRS-SG's or 
Pets), which will in turn influence us one wray or the 
other about supplying programs specifically for the 
Apple in the future (see the previous comments 
about high-resolution graphics). 

Now to the game itself: LORDS OF KARMA is 
an “adventure 1 ’ type game in w hich the computer is 
your link to a complete fantasy universe. When the 
game begins, you find yourself in the central square 
of the mythical city of Golconda. All you know is 
that the object is to get to heaven with as many kar¬ 
ma points as possible. Exactly what you have to do 
to accomplish this must be discovered during the 
course of play. 

In order lo do things in the fantasy universe, you 
must type requests in English to the computer. The 
computer will then try to decipher what you typed 
into its own internal computer language and do 
whatever it thinks you want lo try. For instance, if 
you type “WALK NORTH’' as your first com¬ 
mand, the computer will try to go north from the 
central square of Golconda. The computer will put 
messages on the screen to indicate whether your 
command is successful (“YOU W ALK NORTH 11 ) 
or unsuccessful (“IMPOSSIBLE RIGHT NOW”) 
or undecipherable (“1 CANNOT TRANSLATE 
THAT 11 ). 

The whole point to adventure games is that you 
will not know- before playing what “commands 11 
will work; the fun comes when you try different 
things and some of them work. An important point 
to remember is that t he compu ter is rat her “stu pid T ' 
and has a very limited vocabulary and a very crude 
understanding of English syntax. If one thing 
doesn’t work, try rephrasing your command or try 
something else. After you have gotten to heaven the 
first lime, the game can still be fun bv trying to get 
there with more points the next time. Depending on 
how' resourceful and lucky you are, it can take 
anywhere from ten to over a hundred hours of play 
to discover all the secrets. 

One aspect of the LORDS OF KARMA game 
that veteran adventure game players will find vastly 
different is that the universe of KARM A is very ac¬ 
tive. In LORDS OF KARMA, you cannot expect 
the monsters to sit still while you do things like look 
around or take inventory of what you are carrying. 
Also, not every living creature is a monster that 
should be killed. Some may actually be friends who 
will help you on your way. If you aren't careful, you 
can do things that will result in your losing karma 
points rather than gaining them. You can expect 


that the universe of KARMA will contain enough 
clues to help you figure out what you should and 
should not do—if only you will pay attention to 
them. 

We must apologize to TRS-80 and Pet owners 
who are intrigued with LORDS OF KARMA but 
canY buy it because it only runs on the Apple. In 
preparing a BASIC program, all that is needed is a 
computer large enough to hold the program, 
Avalon Hill has a 16K TRS-80 and a I6K Pet, and 
so preparing a BASIC program on these computers 
is “simply 11 a matter of typing in the BASIC pro¬ 
gram lines and making any necessary modifications 
(each version of BASIC is slightly different). 

Machine language programs are another story. 
First, i he source program must be prepared. This is 
usually in assembly language, but in the case of 
LORDS OF KARMA r w^e used a special subset of 
the Pascal language which w'e tailored to produce 
Apple machine code (actually, 6502 microprocessor 
code), AH of this was developed on two computers 
(one of them an Apple) with floppy disk drives and 
fully expanded memories. In addition, the two 
computers were custom modified to be able to trade 
data and programs over a data cable. In order to be 


able to make LORDS OF KARMA available on the 
TRS-80 and Pet, the TRS-80 and Pet would have to 
be expanded w f ell beyond their present 16K memory 
capacity, have floppy disks added, and also have a 
similar data transfer cable installed. Before we do 
this, there will have to be sufficient justification in 
terms of cxisiomer requests or sales. If LORDS OF 
KARMA is popular, we will probably be offering 
similar adventure programs that will fit in a I6K 
TRS-80, Apple, or Pet, 

JN CONCLUSION 

We hope that these brief descriptions have given 
you a good idea of what the new Avalon Hill 
microcomputer games are all about. What’s in store 
for the future? Your response to the first games will 
help determine that. Computer sports games seem 
to be one good direction. I f you would like to have a 
big influence on the development of this new 1 field 
of strategy gaming, by all means drop us a note at 


Avalon Hill Microcomputer Games 
4517 Harford Road 
Baltimore, Maryland 21214 


☆ 
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BABYGAMER By Alan R. Moon 


8:19, 25 December 1980, Mercy Hospital, 
Baltimore. 

An eight pound baby boy U born. Joe 
Wargamer, the father, is not married. He has not 
impregnated a female (or so he says). The baby, to 
be named Joe II, is a done. An experimental pro¬ 
gram, only recently opened up lo the public, has 
made Joe a daddy sans mommy. 

Joe’s real happiness is somewhat more subtle 
than appears on the surface. Joe has been a 
w'argamer for years and has hungered for 
opponents. As of late, in particular, for one com¬ 
petent opponent, who is readily available to play 
games with him anytime, Joe II is the answer to 
Joe's hopes, or so Joe hopes. 

A nurse takes Joe to the window of the mater¬ 
nity w r ard where dozens of babies lie in their first 
beds. A sea of screaming fiesh, seemingly all hands, 
toes, and mouths, waiting to be formed into bodies. 
The nurse points out Joe II. 

Joes waves, Joe II is not crying or moving 
around much like the others. He looks puzzled. 
Pensive. Almost contemplative. His hand moves to 
his chin. The thinker. His mouth opens and he 
seems to speak. Joe looks again. Joe II mouths 
“daddy 11 . Joe melts. The realization hits him. Joe 
has spawned a son, not just a w r argamer. Self- 
interest is no longer his only motive. Joe is a proud 
father. 


Joe H does not speak for several weeks w f hen 
Joe brings him home. He seems cautiously quiet, 
checking out the surroundings. One day, Joe holds 
him in his arms and Joe II speaks the word again. 
Except this time Joe hears it. He is shocked as he 
realizes his mistake. The word U not “daddv”, but 
“D-Day 11 . 

In the fourth week, Joe begins to spout forth a 
wargamer 1 s vocabulary. In fact, he seems to know r 
almost nothing else. Game titles, probabilities, 
strategy, historical unit makeup, battle plans, 
weapon specifications, rules pour out, 

Joe begins to worry. There seems to be no sen¬ 
sitivity, no humanity, in Joe II, 

At five weeks, Joe II announces he is ready to 
play his first game. Joe suggests AFRIKA KORFS. 
Joe II sneers and says he will skip the menial, basic 
stuff and start with THIRD REICH. Joe rigs up a 
special table that will be as high as Joe IPs crib. 
They play. Joe II is like a machine at the table, alter¬ 
nately sucking on his bottle and doing compula¬ 
tions out loud. Joe 11 wins. . . . 

Seven centuries later, Joe XI and his Joe XI 
clone-brothers plot to take over the world, and suc¬ 
ceed. Joe, who has been rolling over in his grave 
since his death due to inferiority, gives up the ghost 
and passes on. His soul finally admitting he T s been a 
heel. Drs, Frankenstein and Mengele welcome 
him. _A_ 
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CROSSING THE SAMBRE 


This scenario is the second in a series of three by 
the same author to appear on our WA TER LOO 
game. The first, ''East of Waterloo' 1 , appeared in 
VoL 15, No. 4. This scenario, although a complete 
mini-go me in its own right f is also usuable 05 a 
variant opening for the original game itself, begin¬ 
ning at dawn on June I5th, 1815 . In this fatter case, 
it opens up a lot of new strategic *'terrain*' for 
veteran players of this old classic. Mini-games 
aside, the modifications to the basic rules proposed 
here go a long way towards bringing this old war 
horse back up to the current “state of the art’\ 

WHAT YOU NEVER SAW 

The opening face-off between Napoleon’s and 
Blucher's armies is a constant in WATERLOO * 
Over years of play, this one fixed starting point has 
made the terrain between Ligny and Quatre Bras as 
familiar to war gamers as their own backyards. 
Maneuvers in these dose quarters are the forte of 
many gamers, experts in matters of soak-offs, loca¬ 
tion oT forest squares, stacking limits, and the 
liberal use of dice. 

But this setup for the game leaves out the 
longer-range maneuvering of the opposing armies 
which had gone before, on June 15th. The fact is 
that Napoleon's record of successes (and in this 
campaign, defeat) depended just as much on his 
ability to concentrate that bulk of his own army 
against more dispersed opponents, and to force 
combat on his choice of battlefield. 

The border of France lies off the south edge of 
the WA TERLOO mapboard. Between nightfall on 
June 14th, 1815, and the morning of the 16th when 
the game begins, the entire French army pou red out 
of concealed positions at the eastern end of the 
frontier. The advance during those intervening 
hours is the subject of much disagreement among 
historians, but by dawn on the 16th, Napoleon had 
managed to drive Prussian forces back upon their 
reserves to the northeast, away from Wellington's 
Anglo-Allied forces. Blucher had to stand and 
fight, or be pushed even further from his allies, and 
that was exactly what Napoleon wanted. On June 
16th, he engaged the Prussians while Ney tried and 
failed to take Quatre Bras and cut communications 
between Wellington and Blucher, You know the 
rest. 

Of course, historians may quarrel over what 
might have been done, in the midst of Belgium in 
1815. The following remarks review what did hap¬ 
pen, and outline a new extension of the 
WA TERLOO game which lets wargamers actually 
try the entire affair again, to discover what was 
possible and what was not. 

The Grande Armee advanced in three columns. 
Marshal Ney on the left was to cross the Sambre to 
the southwest, capture Binche, advance up the 
north bank of the river, and ultimately capture 
Gosselies and Quatre Bras and ward off any of 
Wellington's forces which tried to interfere. Mar¬ 
shal Grouchy was to advance on the right flank, 
taking Chatelet and Fleurus. The Emperor himself 
commanded the main force, which was to push up 
the main highway through Charleroi to force an 
engagement with the Prussians. The march began 
in the late night hours of the 14ih; by dawn the next 
morning, problems were already in evidence. 

On the left, Reille’s LI Corps forged ahead, cap¬ 
turing Binche and appearing on the mapboard by 
early morning. But D'Erlon had just arrived from 
Paris to lead the 1 Corps; he wasn’t even certain 
who his divisional commanders were. The 1 Corps 
took much longer to get started. Ney stayed behind 
to try to help get things organised. 


Waterloo from the Beginning 

On the right, the roads were narrower than an¬ 
ticipated and the orders of march for units got 
mixed up. Grouchy's column was delayed in its en¬ 
tirety, so that the first elements of the IV Corps did 
not reach the Sambre at Chatelet until after noon. 
The reserve cavalry under Milhaud did not pass 
that point until the morning of the next day, the 
16th. 

The center column headed by the Imperial 
Guard advanced to Charleroi, attacking Prussian 
troops there and finally capturing the city shortly 
before noon, Vandamme’s III Corps was dose 
behind, along with Napoleon himself and two 
Cavalry Corps, and during the afternoon these 
forces pressed on from the Sambre to the north- 
northeast in pursuit of Zeiten's I Prussian Corps. 

Zeiten began the day spread across the map- 
board, with whole divisions as “pickets," Suddenly 
that morning, he found himself facing the whole 
French army, and only with difficulty managed to 
pull Steinmetz's division back across the Piet on 
before Reille's advance on the left would have 
trapped them on the far side of the enemy host. 
Resistance was offered at Charleroi, though the 
result was a foregone conclusion. Some scholars 
maintain that this first sharp combat played a part 
in the slowness of the French advance for the rest of 
the day, but others point out that the French had 
already marched most of the night, and had to be 
ready for a major standup battle with Blucher as 
soon as he could be provoked to form up. 

The Prussian il Corps moved west as soon as 
word of the French march was received, arriving 
around Ligny early in the afternoon. Shortly after¬ 
wards, the I Corps came marching back to join 
them, in the face of the advancing French. Blucher 
was as close to Wellington's cautiously dispersed 
forces as he would get; further movement wouldn't 
help. The III Corps was on the way (arriving on the 
morning of the 16th.) Blucher decided Napoleon 
had to be held where Wellington could most easily 
move to join the conflict. The stage was set; the in¬ 
itial day of maneuvers in Napoleon's last campaign 
had brought the combatants together for battle. 
The fundamental question to be answered by 
replaying these events is simple: could you have 
done any better, as commander of either side? 

RECREATING JUNE I5TH 

The “At Start" positions for units from the 1 
Prussian Corps and the I Anglo-Allied Corps 
reflect the location of the command of each unit at 
dawn on June 15ih. Prussian reinforcements arrive 
along the Namur Turnpike (DD-IO) all through the 
day, and on the morning of the 16th as well. The ex¬ 
ception is Henkel, whose division marched up from 
a more forward, southerly position. Anglo-Allied 
units arrive from Brussels, where Wellington held 
his army's reserves, and from Braine le Comte, 
where the I Corps had the bulk of its forces. The 
French appear in their three columns from the 
south edge of the mapboard (a turnpike should 
continue south from Charleroi.) All these details 
are included in the P-A-A and French Order of 
Appearance Charts. 

Beginning from the setup shown for dawn on 
June 15th, “Crossing the Sambre" can be played as 
a variant opening for a regular game of 
WATERLOO. In this case, strategy Is wide open. 
The French can drive for NiveMes to avoid the 
unpleasant terrain around Quatre Bras, try for 
Brussels straight away while screening off the Prus¬ 
sians, or follow Napoleon's own plan of defeat in 
detail of the two opposing armies before him. A few 
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little tricks will emerge with repeated play, such as 
using the first French units (Reille's cavalry) to 
force Steinmetz to retreat north instead of east, or 
bringing the Dutch units forward from Quatre Bras 
to defend the line of the Pieton, Players will be able 
to explore for themselves considerable new realms 
of campaign options which they never saw by start¬ 
ing the game a day later. In the full game, be sure to 
follow the revised order of appearance through / 
PM on the afternoon of the 16th. Further, the Prus¬ 
sian IV Corps can enter the game in two ways: on the 
Namur turnpike at 5 PM on June 16th, or on the 
road to Ligny from the east board-edge at I PM on 
June 17th. (Neither of these entrances correspond 
to the original game.) 

To play “Crossing the Sambre" as a free- 
standing Scenario, use only the units shown on the 
order of appearance charts, and end the game after 
the 5 PM turn on June 16th. Victory is determined 
simply. Either player wins by controlling any three 
of the following five towns when the game is over: 
St. Amand, Ligny, Tilly, St. Gery, and Quatre Bras. 
(“Control" is defined as occupation with a combat 
unit, free of all enemy zones of control.) This effec¬ 
tively means if Blucher can keep both Tilly and 
Quatre Bras out of French hands, history will be 
repeating itself and Napoleon will have been stalled 
enough to allow the Prussians and Wellington to 
combine on the following day. The Prussians can¬ 
not therefore hole up in Quatre Bras (they would be 
abandoning the I V Corps if they did so, anyway.) 


MODIFICATIONS TO RULES 

These rules revisions actually can be applied to 
any scenario or game of WA TERLOO , They are 
suggested to improve the realism of play. 

Rule L Automatic elimination of a defender 
means the eliminated unit's zone of control and 
presence is ignored by all the attacker’s units not 
engaged in the attack itself, during the remaining 
movement portion of the attacker's turn. 

Rule 2. Allow cavalry the option to enter any 
clear terrain square vacated by enemies as a result of 
combat involving that cavalry (whether as attacker 
or defender) in the same way units already occupy 
vacated squares of units doubled on defense. This 
movement after combat may be considered a 
“charge bonus." 

Rule3. No more than one infantry division (or 
two brigades) may occupy a square. No more than 
one cavalry division (or three brigades) may occupy 
a square. No more than one artillery battalion, 
horse or foot, (or three batteries) may occupy a 
square. Within these limits, the three different types 
of units may stack together freely. 

Rule 4, Some unit strengths, originally based on 
simple totals of men, do not reflect the power of 
units. For the French Guards, change Friant (the 
old guard) to an 8, Morand and Duhesne (the mid¬ 
dle and young guards) to 7’s. thange Cooke (the 
British guard battalions, including the Greys and 
the Coldstream Guards) to an 8. 

Rule 5. Prussian and Anglo-Allied units which 
stack together lose one point of combat strength on 
attack and defense. This point is subtracted from 
the largest unit in the stack, before any doubling for 
defense. 

Rule 6 . Movement along a primary road counts 
as Vi movement factor, except when the road square 
is in enemy zone of control. This replaces the old 
four-square “extra move" rule. 
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Rule 7. To reflect the time and care required to 
execute linear tactics effectively, add one to the 
movement cost of entering any square in enemy 
zone of control, except for horse artillery. 

Rule S. For "Elim" and "Exchange" combat 
results, affected players remove only one unit of 
their choice per result, ignoring the "matching 
points 1 * rule- Others in "Elim" results retreat, but 
"Exchange** leaves surviving units in place to ad¬ 
vance after combat if possible. 

Rule 9, Whenever a unit retreats from combat, 
invert it and consider it "dispersed** for the next 
Aa//-turn. Dispersed units may not attack, move at 
half speed and defend at half strength, both rounded down. 

The use of any or ah of these optional rules leads 
to a more faithful simulation of the way Napoleonic 
battles actually developed. For example, only two 
or three infantry divisions per side will now "fit** in 
a stand-up battle for the Quatre Bras heights {and 
that's all there were on the 16th) but the French 
Guard artillery could make a big difference, as it 
usually did. The old stacking rules made it common 
to find twenty or more divisions brawling over a 
battlefield a few squares wide, when in fact at 
Waterloo itself, something like that total number of 
commands fought in a continuous front stretching 
eight to ten squares from end to end, and still found 
themselves too close for combat. Uniform stacks of 
IS factors also destroy the unique character and 
capabilities of the individual units so carefully 
recreated for us by Avalon Hill, but these optional 
rules bring out many new and fascinating aspects of 
this classic wargame. 

☆ 


THE WARGAMER’S 
GUIDE TO MIDWAY 

Containing thirty-six pages of the best of THE 
GENERAL articles on the game plus previously 
unpublished material as well, this guide is a must 
for every fan of the game. Several official rules 
changes update the game and erase its few minor 
flaws. A tribute to one of the hobby's eldest 
citizens that has never needed a major revision. A 
game which has grown old gracefully, maturing 
by getting better. 

Almost all of the reprinted articles are from 
unavailable issues of THE GENERAL, many 
from volume 9 or earlier. Included is the first 
major variant, "Leyte Gulf’*, and the most in- 
depth article on the game to date "The MIDWAY 
Thesis** by two of the game's experts, Harold 
Totten and Donald Greenwood, "The Pacific 
Theatre Via MIDWAY**, the other major variant 
that spawned the MIDWAY Variant Kit, has been 
expanded to include many more optional rules 
(some applicable to the MIDWAY game as well) 
and an additional scenario. “The Battle For 
Australia", a previously unpublished article adds 
the ultimate with a hypothetical monster scenario 
using the components of both the game and the 
variant kit. Other articles deal with strategy, 
analysis, variants, and other hypothetical situa¬ 
tions, The best of three Series Replays that have 
appeared in THE GENERA L is also reprinted, 
useful in itself as a fine example of the subtle 
strategies involved when experienced players 
meet, 

THE WARGAMER'S GUIDE TO MIDWAY 
sells for $4.00 plus lQ^o postage and handling 
charges, and is available from our mail order dept. 
Maryland residents please add 5% sales tax. 
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STAFF BRIEFING 

An Interview with Frank Davis 

by Alan R. Moon 


A tan 's third victim is our first SPI refugee. This 
is no small feat as Frank habitually locks himself in 
his office—a small cubicle rapidly gaining a reputa¬ 
tion as the Great Redoubt, When asked how he 
gained admission, Alan said something about 
knocking and making a noise like a simulation. 

ARM: Frank, would you tell us a little bit about 
what you did before you began working for 
wargame companies? 

FD: 1 became interested in wargaming before there 
was an industry, in the early 1950s. I began design¬ 
ing games with a friend of mine when I was only 
seven years old. In 1955, we finished a game called 
U.D.T. about underwater demolitions, sort oT 
based on the Cockleshell Heroes. We sent it to 
Parker Brothers in 1956, They were very interested 
and sent us a contract, but our parents intervened 
because they didn’t want us to get commercially in- 
votved at such a young age. So the negotiations 
were dropped at that point. I continued to design 
games though, and was surprised when Avalon Hill 
came out with the first wargame in 1958. After that, 
my work was influenced by what was going on com¬ 
mercially and 1 tried to cut down the size and com¬ 
plexity of the games 1 was working on. I continued 
designing games through my teens and college 
years, a lot of these similar to 7VIC77C.S //. After 
finishing school, 1 was back on Long Island, 
visiting a hobby store in Hempstead when I came 
across a copy of S&T, I think it was number 25. I 
was very impressed with it, S&T was interesting 
primarily because it matched a historical article 
with a game and examined the military history in 
depth, I made up my mind I wanted to work for 
them and began going to their Friday night play test 
sessions in New York City. They were a small 
operation with about six people and after six months 
1 applied for a job and got it. That was 1971. 

ARM: Would you tell us a little about your profes¬ 
sional years? 

FD: My career there lasted from Sep 71 so Sep 77, 
during which l worked on eighteen games. A tew ot 
she titles were notable, such as FREDERICK THE 
GREAT and WELLINGTON *S VICTORY. Some 
of the other games were notable in a different way 
such as WO REPACK, OPERATION OLYMPIC 
and PUNIC WARS. 

ARM: Did you begin as a developer and then 
become a designer, or were you doing both right 
from the start? 

FD: When I first began working there, 1 was not in¬ 
volved in designing or developing except as a 
play tester. For the first six months I was the lone 
person in the shipping department. Then, when a 
Customer Service depart men i was setup, I took that 
over. I was also answering game questions and this 
was a tremendous learning experience for my later 
work as a designer and developer. 1 found that 
general rules were not acceptable and far less com¬ 
plete than they needed to be for people to under¬ 
stand them. I began developing in 1972, my first 
game being OPERATION OLYMPIC. This and 
my second game, WOLFPACK were both solitaire 
games. I put a lot of time in on the rules and it was at 
this point they began to concentrate on com¬ 
pleteness of rules, a subject that has remained a 
controversial topic to the present time. 

ARM: Do you think your time in New York has 
helped you in your work for AH? 


FD: Absolutely. A person who works for any major 
company benefits from being in a designing com¬ 
munity, The people are serious about their work 
and the interchange of ideas and design ap¬ 
proaches is the only way to learn the craft of game 
design. 



I Frank Davis 

Born; 1947. Htmiin^iort. NY 
Siantd War gaming: 1955 
PBM Experience: None 

Firsi Wargame: U.D.T. {non published design of my own) 

Favorite Wargame: None 

Favorite Period: 12th, Hill. and 18th centuries 

Favorite Non-Wargame: Charades 

Outside Interests; art, literalure, musk, movies 

Employed al AH: 1977 

AH Designs: None 

AH Developments: War and Peace, Rising Sun (unpublished) 
Oilier Published Designs: W\V|, Frederick the Great 
Wellington's Victory, Red Sun Rising {at] SPI) 

Other Published Develop mem Punic Wars, Russian Civil War. 
Napoleon At War, North Africa Quad, Wolfpack, Sixth Fleet, 
Operation Olympic. Upscopc! tall SPI) 

Awards: None 


ARM: What is your favorite historical period? 

FD: My favorite period is the era from 
Marlborough to Napoleon, 

ARM: Is this your favorite period in games? 

FD: No. My favorite period in games changes very 
often. 1 remain interested in the warfare of these 
periods, but am also interested in other periods such 
as the Elizabethan or Medieval periods. 

ARM: W hat are the best games on the Napoleonic 
period? 

FD: There aren't a lot of good games on the 
Napoleonic period, or the eighteenth century in 
general. There are a few games whose initial efforts 
in the area are worth remembering, but the same is 
true for wargames in general; there have been a 
great number of wargames but only a few stand out. 
The only tw o games 1 would pick are Richard Berg's 
TERRIBLE SWIFT SWORD and my own game 
WELLINGTON'S VICTOR Y. 

ARM: How about WAR AND PLACE? 

FD: 1 recommend WAR AND PEACE because it is 
the only presentation of the entire Napoleonic 
period from 1805-1815. The game has good play 
balance in all the scenarios and is extremely en¬ 


joyable to play. It is not as much a simulation as 
WEL LING TON’S VICTORY, but I strongly 
recommend it to people who are beginning to be in¬ 
terested in the period. 

ARM: How did you wind up working on WAR 
AND PEACE? 

FD: Mark McLaughlin, the designer, brought the 
game in to Don Greenwood in February 79. Don 
thought it was a very professional job and gave it to 
me for a week during which l pi ay tested it with 
Mark. 1 decided AH should do the game because it 
covered a broad subject that had never been 
covered before. In addition, the game had an all in¬ 
clusive feel to it, and the rules seemed quite com¬ 
plete, 

ARM: Do you feel pleased with the way the game 
turned out? 

FD: I am very satisfied. To me the game is one of 
the most attractive and appealing games that AH 
has put out. I have certain reservations about some 
of the mechanics in the game, but the critics have 
not mentioned these so far, so I don't think it would 
be worthwhile to go into these. I would rather have 
people decide for themselves. 

ARM: Where is the focus in WAR & PEACE? 

FD: I did not design WAR AND PEACE , it was 
designed by Mark McLaughlin. It is, therefore, a 
different sort of game than I would have designed 
on the same subject. I think Mark's focus in WAR 
AND PEACE is on simplicity. It is an elegant 
design that takes into account leadership, attrition, 
morale, terrain, supply, and sieges; all the impor¬ 
tant factors of Napoleon ics. It was unnecessary to 
change it. In particular, the treatment ofleadership 
and morale ably demonstrates the absolute impor¬ 
tance of those two factors. 

ARM: Will there be a second edition rulebook 
and/or other changes in the game in the near 
future? 

FD: Very definitely. WAR AND PEACE is in an 
unusual situation. Nine out of the ten scenarios are 
almost problem free. I have received almost no 
questions on any of them. The campaign game is 
another story. The campaign game was a mammoth 
undertaking, especially in playing time. We have 
continued to play it at AH since the game's publica¬ 
tion and I've discovered some ambiguities in the 
rules. A lot of the improvements were published in 
THE GENERAL, Vol. 17, No. 1.1 will continue to 
collect further comments about the game and am 
hoping to revise the rulebook in the w inter of '80. 

ARM: You've done a lot of both designing and 
developing. Which do you prefer? 

FD: Basically I have no preference. I try to do the 
best job possible in either capacity. There is a lot of 
overlap in both roles, and they are now highly in¬ 
tegrated. For instance, I have done the develop¬ 
ment on all my ow n designs. It is a continuous pro¬ 
cess, not two separate jobs, and the most important 
part of a design is play testing which is usually con¬ 
sidered development. However, nothing can be 
proved or made dear about the game without the 
designer participating in the play test. 

ARM: You and I have a lot of similar outside in¬ 
terests like poetry and art, but when it comes to 
games we differ drastically. I have been quite 
shocked at some of your statements about games, in 
particular in several of our discussions when you've 
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said you do not play games for fun. Would you ex¬ 
plain this and tell how this relates to your design 
philosophy? 

FD: Anyone who is doing a job professionally has a 
different responsibility and a concern that is com¬ 
pletely different from that of someone who is play¬ 
ing a game or doing any sort of work strictly for 
their own benefit. When 1 say I don't playgames for 
fun, what 1 mean is that I try to transcend my own 
desire for enjoyment and concentrate on pleasing 
the mass audience, an audience made up of people 
with different tastes who want things other than 
what 1 want in the game. My primary concern is to 
find problems in the game and to polish it into a 
final product, making sure the rules are 
understandable and the scenarios are balanced. I 
can't lose myself in winning or losing during the 
play of a game. I tend to take a very objective stance 
and usually I'm the ehier critic of the game; my 
playteslers having far less objections than 1. 

ARM: It is hard for me to separate my job from my 
hobby and being an AH staff member has basically 
just involved me in the hobby more than before; I 
haven't stopped playing games. Do you still play 
games for fun on your own time? 

FD: Because 1 began as a designer and not a player, 
l have never played games for fun or competition. I 
am interested in playing games as a form of artistic 
expression. I'm more interested in sharpening my 
skills as a designer than as a player. 

ARM: So, is designing games fun for you and is 
designing your hobby as well as your job? 

FD: There's no simple answer to that. I have a con¬ 
tinuing interest in the hobby particularly in what 
ideas are being put out, and l try to keep up with all 
the literature and review as many new designs as 
possible. But I've never spent much time playing 
games for the competitive challenge or camaraderie 
involved. I have an avid interest in reading and 
writing, both fiction and poetry. When I read, I 
cannot read strictly to escape into fantasy or 
something like that. I read to learn more about the 
craft of writing and that is exactly the same reason I 
play games. 

ARM: Do you believe designers develop a personal 
design style, and if so, what is yours? 

FD: Absolutely. Any designer who has been work¬ 
ing for awhile has a viewpoint and a manner of ex¬ 
pression that is his alone. In my case, I think my 
years as a developer served as a training ground to 
form my design philosophy. My personal style is 
sifting through a historical topic to pinpoint the 
primary concerns of the commanders participating 
in the event. I use a reductive approach, focusing in 
on the one, two, or three most central Issues. For in¬ 
stance, in North Africa the focus might be supply, 
and in NapoIconics it might be leadership or forced 
marching. My object is to whittle down the subject 
to get to the absolute core of what was important in 
that period of history and how the armies and the 
combat actually achieved the ends they did. 

A RM: Do you want people who play your games to 
learn something Trom them? 

FD: Yes. A person who buys a Napoleonic game 
should get an enhanced understanding about what 
was unique about that period. A person who buys a 
game on the desert war in North Africa should 
come away with some increased understanding of 
how that campaign differed from the campaign in 
France in 1940. The emphasis in the game should be 
on what is unique about the historical period. 

ARM: So, is it fair to say that you are more in¬ 
terested in realism than playability? 

FD: The subject of realism versus playability has 
been around for at least ten years. The way I feel 
about it now is that realism versus playability is a 
misnomer. The real issue is simplicity versus com¬ 


plexity, neither of which ensures realism or 
playability. The designer who stresses simplicity has 
no guarantee the game will turn out playable, unless 
he pays attention to making the rules complete and 
intelligible. And the designer who attempts to 
design a complex game will not produce a more 
realistic game unless he first ascertains what were 
the crucial aspects of the period. Many limes com¬ 
plexity added to the game detracts from it. Many 
games used to be designed without supply rules. 
Then everyone got tired of that and started adding 
supply rules. But were the supply rules accurate? 
Accuracy does not mean complexity. Merely add¬ 
ing supply rules to a game did not make it more ac¬ 
curate. The same thing is true with command con¬ 
trol rules and the whole question of terrain. J don’t 
think any designer can afford to ignore playability 
and pursue realism. If a game is unplayable, there is 
no way to determine if the game is historically ac¬ 
curate. Playabiliiy can be used to test the interpreta¬ 
tion of history in a game; it is where the sense of 
realism comes from. If a game is unplayable, it is 
guaranteed to be unrealistic too. 

ARM: Are there game designers you admire and 
feel influenced by? 

FD: The designer I consider the most original is 
John Prados. I think that John always has a fresh 
approach to subjects that are often beyond the 
reach of other designers. In particular, both 
THIRD REICH and PEARL HARBOR seem in¬ 
genious in their conception. The other designer 1 
admire is Jim Dunnigan. He is an extremely in¬ 
novative and imaginative designer who has a great 
range of experience and yet is always able to come 
up with a new idea. I think he’s probably the best 
designer in the industry but he attempts to do too 
much. Unfortunately, although the overall number 
of designs he puts out is tremendous, many are 
duds. If he was able to work on fewer games, he 
would have a much higher batting average; certain¬ 
ly the best in the hobby. 

ARM: Have these tw f o influenced your work? 

FD: Not directly. The one thing 1 learned from both 
of them is to stay away from easy answers and to 
continually look for new and better ways to 
simulate events. I don't think there is much similari¬ 
ty between games by the three of us. Any good 
designer rejects more ideas than he accepts, and this 
is w hat I learned from John and Jim. 1 don’t feel in¬ 
fluenced by other designers mainly because ideas I 
see in games are many times ideas I have considered 
and rejected. I do feel that Jim and John don't 
overload their games with chrome and we all have 
the reductive, focusing approach. 

ARM: It has been somewhat amazing to me that 
there have been so many developments in the hobby 
in the last few years. The explosion of famasy^rolc- 
playing games for instance. What developments in 
the hobby interest you, if any? 

FD: I am very interested in the tremendous growth 
of science fiction and fantasy. Fantasy games are 
very subjective, but are successful because they are 
very imaginative. I think the audience we are cater¬ 
ing to is no longer adults, as the younger age group 
is not interested in historical perspectives. There is 
nothing we can do about it. It has to do with the 
changing generation and their attitudes towards 
history. Fantasy games appeal to people on an emo¬ 
tional level and it is hard to make any kind of in¬ 
telligent criticism or comparative analysis about 
them, in that there is no hard data underlying the 
games. It will be hard for people to judge the design 
efforts in these games, AH began by publishing 
games that were more serious than games by com¬ 
panies like Parker Brothers. They built a reputation 
as a publisher of adult games. The advent of 
wargames gave an aura of seriousness and maturity 
to the industry. Now, after twenty years, we are 


returning to games that have no historical basis, in 
the pursuit of profit, J think the game industry is 
losing its interest in the adult segment of the public. 

ARM: Do you think the hobby is running out of 
game topics? 

FD: The days of the blockbuster titles are over. 
There have been too many games produced too 
quickly. The companies just can't keep up the same 
quality they did when the pace was slower. Fantasy 
and science fiction will continue to produce original 
ideas, but wargames will be more involved in subtle 
insights into topics already covered. 

ARM: What are you working on now ? 

FD: At present, l am working on THE GUNS OF 
AUGUST, a World War 1 game. 

ARM: What level is it on? 

FD: It is a strategic game on the corps level that en¬ 
compasses the whole First World War in Europe. 

ARM: How much work has been done by the 
designer and how much is left for you to do on the 
game? 

FD: The designer, Rob Bcyma, is an old AH 
veteran and a well known classic player. His inten¬ 
tion was to create a classic AH game similar to 
R (JSSIA N CA MPA IGN. The de sign - dev el opm e n t 
tasks are similar to WAR AND PEACE in that Rob 
has done a thorough job, and the main problem is 
with the combat system and the CRT, Other than 
that, my work on the game consists of developing 
short scenarios for both the eastern and western 
fronts. The basic game system will remain mostly 
untouched, 

ARM: Can you tell us a little about the com¬ 
ponents? 

FD: It will have a standard sized AH mapboard and 
the total number of combat counters will be be¬ 
tween three and four hundred. There will be a 
number of additional marker counters used for sup¬ 
ply and entrenchment. 

ARM: Where is the focus of the game? 

FD: Typical of other AH classics, the focus will be 
on combat. That's the reason I said my work will 
deal with the combat system and the CRT, People 
familiar with World War l will know r that it is an at¬ 
trition situation and both players will be fighting an 
attrition war. Since the game will revolve around 
the land game, the naval and air aspects of the war 
will be handled very abstractly with minor rules; 
there will be no naval or air counters. 

ARM: I have always fell, and I'm sure I'm not 
alone, that World War I makes for a very dull game 
because of the stagnant trench warfare situation. 
How will GUNS OF AUGUST avoid this? 

FD: A lot of people do view r the war that way and 
that is unfortunate. However, GUNS OF AUGUST 
has the right scale for a World War l simulation and 
will make a very mobile and interesting game. The 
game deals with the whole war with corps size units 
and one month turns. The game will be similar to 
RUSSIAN CAMPAIGN on the eastern front, and 
this will involve two thirds of the map. The western 
front, historically, will be quite static because [he 
from Is short and the unit density is high. Players 
who are interested in the balance between the two 
fronts will find it an interesting situation. Most of 
their attention will be directed towards the eastern 
front while the western front remains relatively dor¬ 
mant. Most of their efforts in the game will center 
on how r many units can be stripped off the western 
from and sent to the eastern front. Jt will be ab¬ 
solutely vital to fight an attrition war on the western 
front to engage the enemy and help produce vic¬ 
tory, but the war will be won on the eastern front. 
The game will have a lot of tension and unique 
player decisions. i 
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CRESCENDO OF DOOM 
A GAME SYSTEM IN EVOLUTION 

By Don Greenwood 


Those who follow the evolution of the SQUAD 
LEADEN game system closely have, no doubt, 
wondered why what was once touted as being an 
easy to do extension of the original game is taking 
so long. CO I took a year. COD took a year and a 
half. Carrying this chain of events a bit further can 
we expect G.I.: ANVIL OF VICTOR Y to take two 
years? 

The answer is an unqualified ‘ ‘maybe”. To say 
that I underestimated the work and time involved in 
[he production of the SL gamettes has to rank as 
one of the biggest understatements of ah time* 
Granted, the scope of the gamettes grew with the 
continuing popularity of the game and the projects 
soon left the realm of new board and a handful of 
new counters to major undertakings involving 
much more research and testing than was required 
with the initial game itself* Although the basic 
system was already done, every change or new piece 
of equipmeni had to be grafted into that system in 
such a way that wouldn't foul up what work had 
already been done* With a set of rules as 
voluminous as the SL system has become, that is a 
major undertaking. Originally, if we wanted to 
make a change to, say, the smoke rules we just tacked 
it onto section 24. Now any such change not only 
must jive with section 24, we must also cross check 
what happens to things like artillery, AFVs, 
weather (all kinds), different terrain types, aircraft, 
nationalities, mortars, etc., etc*, ad nauseum. In 
short, the more the system attempts to include, the 
more problems that can arise and these problems 
often have a multiplicative (as opposed to simple 
additive) effect. Not being very fond of answering 
“nutmail" inquiries from confused gainers, Fve 
become a firm believer in letting the development 
process take its course with as complete a playtesi 
period as possible. It’s far simpler for me (and 
ultimately for the consumer) to answer queries 
from a few dozen "blind" by-mail playtestcrs, than 
from 30,000 confused gamers. This attitude paid 
immediate benefits in the release of COD which, up 
to this point at least, has generated approximately 
IQfr/o of the errata and questions of it’s predecessor. 
As a consequence, PU be waiting even longer this 
time around for the feedback from COD to filter 
down before setting my team of trusty playtestcrs 
to work on G*/. 

Following is a complete listing of the errata 
compiled for COD to date. I suggest you note the 
changes as neatly as possible in the appropriate 
margins of your rulebook, unless you care to watt 
for the inevitable 2nd edition rules following the 
release of GJ. (. . . protracted sigh). 

THE COUNTERS 

Considering the immense amount of detail on 
the vehicular counters and the sheer number of 
them, COD came through the production gristmill 
in pretty good shape, but was not able to complete¬ 
ly avoid the printer's gremlin* The French counters 
will be a little lighter and the neutrals a little darker 
in the second edition {now available) counters* 


These changes make them easier to read and in¬ 
crease the differentiation between the French and 
ihe incorrectly primed COI German vehicle 
counters. If you still have a set of very dark blue 
COI German vehicle counters you should probably 
order the lighter blue set (with white wreck backs) 
from our parts dept, I regret to report that AH will 
not replace these counters free of charge. 

As Far as actual counter data goes the changes 
can be counted on the fingers of one hand. The 
A22X should have a main armament breakdown 
number of X11 + . The British 203*mm artillery 
piece should not have a breakdown number and the 
152*mm pieces should be over scored to indicate 
lack of AP ammunition. The German SPW 251/16 
should have a two factor A A MG. All these changes 
have already been incorporated in the second print¬ 
ing* 

THE RULEBOOK 

104*233 Add: "against infantry” to end of 
sentence. 

104*51 Add: "in any scenario fought on Finnish 
soil" between "Morale," and "they". 

109*3 Delete: "is adjacent to the target hex"; 
substitute: "needs only a final To Hit number of 7 
or more,". 

109.6 Add: "Partisans receive a 0 DRM for an 
air burst in woods." 

116.2 Delete the last sentence. Substitute: "A 
side may never create more than Tour scouts in a 
scenario." 

123.42 Add: "Unlike most vehicles, motor¬ 
cycles rnusi be dismounted into the same hex." 

126.6 Delete: "(not pond)". 

126*62 Add: "Ponds have no reverse slope 
effect." 

129.43 Add: "turret 1 * between "malfunc¬ 
tioned" & "weapon". 

131.3 Delete: “is greater than the white die". 
Substitute: "on the To Hit roll is a T,’ 1 . 

Add: " 13 i *7 A shocked AFV loses any acquisi¬ 
tion (69) benefits it may have previously had." 

Page 101 the “14" MP of the A15 Crusader 111 
should be printed in red. 

Page 103 Insert behind "Sappers" in the paren¬ 
theses: “First line or Elite". Add: "Glider * * * * 
12 ”. 

Page 104 Change answer to “25.4" to: “No 
(25,5)"* 

Page 105 Add to answer "53,8 & 53*9" between 
"each" & "per": “(the first one encoumered)"* 

Page 106 Change answer to “112,41 & M2.2" 
to: “yes". 

Page 106 Change answer to “ 112,42” to: * 'Only 
the + 1 DRM for infantry on foot beneath an AFV. 

Page 108 Add to list of references for "TI”: 
"66.3, 120.1, 136.83”, 

THE SCENARIOS 

There is no errata for the scenarios but those 
who value play balance in their games might enjoy a 
brief synopsis on how each of the scenarios evolved 


WE WANT YOU . . . 

to wrue for the GENERAL If you can string 
words together into an interesting article 
format on any Avalon Hill wargame, there's a 
good chance you're just the person we re 
looking for You can supplement our literary 
staff with articles<of strategy, game analyses. 
Series Replays, commentaries, new scenarios, 
or variants. 

AH articles should be type written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other¬ 
wise. rejected articles will not be returned. 
Articles should be supplemented with illustra¬ 
tions and/or charts whenever possible 

Commencing with the January, 1 977 issue 
the GENERAL wilt pay $6 per running 10 ,J 
column of edited text Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration Note 
that illustrations and decorative type faces are 
not subject to remuneration except by prior 
agreement with the editor It is generally 
expected that articles will be accompanied by 
sufficient illustrations as a requirement for 
acceptance. 



ORDER BY PHONE 
TOLL FREE 

tf your favorite game store does not have the 
game you want in stock and you have a valid 
American Express, Master Charge, or VISA 
credit card, call our Toll Free number 
800-638-9292 from anywhere in the Continental 
United States except Maryland to place your 
order* Our prompt mail order service will then 
speed your order to you with our usual lightning 
dispatch. You must give the order taker the 
number, expiration date, and name of your credit 
card along with your order and shipping address* 
We ship UPS wherever possible. If you prefer 
Parcel Post, be sure to specify this. 

The Toll Free number is good only for order¬ 
ing games or other merchandise from Avalon Hill 
by credit card payment, NoC*O.D, orders can be 
accepted. The operator will be unable to answer 
game questions or switch calls to someone who 
can* 

Maryland residents must call 301-254-5300 
and ask for extension 34, Absolutely no collect 
phone calls can be accepted. The Toll Free 
number is not valid in Maryland. 
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during playtest. Play balance in SL scenarios is a 
tricky thing; people seldom agree on which side is 
favored. Such things always sway back and forth 
depending on styles of play, but SL scenarios seem 
to be far more difficult to pin down than other 
games. A certain amount of that is attributable to 
the luck factor. Few games have as many dice rolls 
with as wide a variety of results as SL, and a 
“snakeeyes” here or a “boxcars” there can really 
throw a wrench in the works of even the most 
balanced scenario if it occurs at a critical time. 
There is also the matter of the rules being utilized. 
No game that I know' has as rich a multitude of 
“optional rules” to choose from as SL. Although 
my approach is to play with all but a few prior 
agreed upon advanced rules, there is no limit to the 
assortment of rules selections that various groups 
agree to play by. For example, a group which uses 
the Double Time rules will have far different results 
than a group which doesn’t. These problems 
plagued us as far back as the very first SL scenario. 
The overwhelming opinion of that first playtest 
group was that the Germans were favored in THE 
GUARDS COUNTERATTACK. As a result, I 
gave the Russians that lone squad in N2 to help 
balance things. Judging from public opinion since 
then, that squad must have been full of Hero of the 
Soviet Union medal holders because there is now a 
strong consensus that the Russians are heavily 
favored. The scenario still remains enjoyable 
because the vagaries of the dice rolls make a Ger¬ 
man victory quite possible, and it is a challenge to 
w hip a numerically superior foe—a strong factor in 
what I attribute to be the relative appeal of the 
Russo—German scenarios. However, I’m afraid 
we haven’t gotten much better at predicting play 
balance in SL scenarios in the three years since 
then. As part of the testing procedure for the Quick 
Play scenarios found in this issue, we sent them out 
to two different “blind” groups for one final test. 
Each group was asked to pick the favored side after 
repeated playings. When the results were in the 
groups had disagreed on four of the five scenarios! 
That seems to be the ultimate guarantee of play 
balance in these things. 

BATTLE FOR THE WARTA LINE was a 
pretty straight forward scenario and of interest 
primarily in regards to what effect PzKwlBs would 
have on unsupported infantry. The scenario was 
generally regarded as acceptable from a play 
balance viewpoint although it was felt that the 
Poles were getting the worst of it. Generally speak¬ 
ing, I like to see the “burden” of attack represented 
as such in a game so I over compensated somewhat 
by deducting a German squad and giving the Poles 
a field phone and a limited amount of concealment. 

THE BORDERS ARE BURNING presented us 
with our worst play balance problem as it was 
generally agreed that the Finns were dishing out 
punishment in pretty generous, proportions. The 
combination of quality units, high ground, 
weather, and stringent victory conditions were just 
too much for the Russian armor and numerical ad¬ 
vantages to overcome. The best solution here was 
deemed to be a lessening of the victory criteria by 
allowing the Russians to leave the board from 
either west edge road. Initially, we had required 
Russian exit off the board 2 edge and this proved to 
be too much of a funneling factor on the Russian 
advance given the twin pressures of bad weather 
and not enough time. The latter problem was 
lessened by allowing the Russians to set up five 
hexes closer to the Finns and extending the game 
length by two turns. 

SILENT DEATH was one of those love/hate 
affairs where half the testers thought the scenario 
completely unenjoyable and the other half thought 
it was the best of the lot. It certainly was different 


and a personal favorite of mine so it stayed, albeit 
with many changes. Scenario 23 is the ultimate 
solitaire scenario because the initiative lies almost 
entirely with the Finn. The Russian can do little 
more than watch the action unfold and try to scrap 
together the rudiments of a defense which will 
enable him to “win” by virtue of the Finn’s ex¬ 
tremely difficult victory conditions while he is get¬ 
ting the hell kicked out of his force. If ever there 
was a pyrrhic victory in wargames, this is it. 
Because the Finn gets the lion’s share of the enjoy¬ 
ment in this scenario, all the changes were directed 
towards making his lot harder, while offering a 
potential Russian player some solace for seeing his 
units mown down in terms of “winning” the game. 
This took the form of increasing the Finn’s re¬ 
quired number of kills by one, improving the Rus¬ 
sian’s first turn sighting opportunities for his 
leaders and sentries, and prohibiting the sissi from 
taking prisoners. These effects were softened 
somewhat by giving the Finns two more molotov 
cocktails to fire buildings, and allowing the pulkkas 
to cart off broken units. The latter move was a great 
improvement as they were previously limited to a 
conveyance role for the MMG. Not only did this 
give them a valuable function to perform in play of 
the scenario, it closely mirrored their role in the 
campaign as transportation for the wounded and 
equipment. 

ACTION AT BALBERKAMP was the consen¬ 
sus favorite scenario from the outset, although it 
was generally agreed that the Allies were getting the 
worst of it. I compensated for this with a variety of 
minor changes to the victory conditions, force 
pools, and special rules. First, the victory condi¬ 
tions were changed so that they couldn’t be attained 
until the end of the game or the complete elimina¬ 
tion of the Allied forces. This prevented cheap Ger¬ 
man victories should they batter Group Ruge suffi¬ 
ciently before the arrival of reinforcements in the 
form of the Leicesters. Secondly, the Leicesters 
were given what amounted to a ‘ 1 ’ DRM advantage 
in arriving on the board as it was found that if the 
German flanking company reached the heights on 
board 2 before the British, the latter would be in 
real trouble. Lastly, the Germans lost a 8-0 leader 
while the Norwegians gained three 2nd line squads 
and the British traded in their two MMGs for one 
HMG. The scenario was shortened by one turn to 
increase the time pressures on the German player. 
This scenario is also excellent for three player play 
by dividing the Allies into a British and Norwegian 
commander. The resulting communications prob¬ 
lems that occur are both realistic and highly in¬ 
teresting in their simple, yet important, effects on 
the Allied chances. 

RESISTANCE AT CH ABREHEZ gave us very 
little trouble as one might expect from such a simple 
scenario. The object of the scenario was to 
illustrate the use and worth of motorcycles in a 
combat environment and in this it succeeds ad¬ 
mirably. The “feel” of a highly mobile recce unit in 
a fluid front with only scattered pockets of 
resistance is captured nicely. This high risk/high 
yield type of military operation is a special situation 
one wouldn’t find in a stalemated front or “hot” 
battle, and hopefully the players have gained an 
appreciation of the fact that motorcyclists are not 
meant to be shock troops. The confrontation be¬ 
tween a highly mobile but vulnerable force and a 
hidden, lightly armed enemy is classic and offers an 
entirely new type of battlefield situation to SL en¬ 
thusiasts. Our testers again agreed not to agree, but 
the consensus of opinion seemed to be that the Ger¬ 
mans were winning more often than not. As a con¬ 
sequence we added the three 2nd line Belgian 
squads while detracting from their cohesiveness as 
a unit by deleting an 8-0 leader. The Belgian force 
was thus transformed from a reasonably well led 


compact force to an essentially less efficient larger 
force with more firepower and less staying power. 

ASSAULT ON A QUEEN is the only 
hypothetical scenario in the SL system although it is 
based on a scheduled German raid which never 
came about. The extremely well led, handpicked 
German force was found to be a mite too effective 
for the Dutch, although a great deal depended on 
the timely arrival and composition of the Dutch 
reinforcements. Our play balance efforts were thus 
dedicated primarily to beefing up the Dutch forces 
and increasing the likelihood of their early arrival. 
The Royal Dutch Grenadiers were given additional 
concealment and an extra squad while the 6th Jager 
Regiment was upgraded to 1st line infantry. 

THE DINANT BRIDGEHEAD was one of the 
second generation scenarios in COD and as such 
received only one round of blind testing as opposed 
to the two rounds which most of the John Hill 
designed initial scenarios received. The river cross¬ 
ing assault was also a subject which had never been 
broached in the SL system before and therefore 
used a large assortment of brand new rules. As a 
consequence, the changes it underwent were con¬ 
siderably more than any of the others. When I 
designed this scenario I was admittedly impressed 
with the rigors of an opposed river crossing. Too 
much so it seems because I gave the Germans so 
much firepower they blasted anything that moved 
and literally walked across the river unopposed. So 
we gave the French some concealment, practically 
halved the German MG support and reduced the 
size of the recon unit already across the river by one 
squad and a couple LMGs. The piece densities here 
are still a mite high for my tastes, but this is a 
special situation requiring a special reading of the 
appropriate sections of the rules and isn’t intended 
for light fare in any case. If one uses the optional 
Special Rules 27.8 & 27.9 in which French armor 
can appear, any attempt at play balance has been 
lost to the whims of the dice anyway and the game 
will become more of an adventure than a test of 
skill. 

COUNTERSTROKE AT STONNE is really the 
only pitched battle relying heavily on armor in the 
COD package. As such, it was a favorite among the 
armor buffs. The piece density was still too high for 
my tastes and most of the changes made were more 
along the lines of playability than play balance. 
This resulted primarily in substituting concealment 
counters for the German infantry’s HIP (Hidden 
Initial Placement) capability and increasing their 
squads by two as a result. No one ever really beefed 
too much about the play balance, but I think that 
was because the scenario was too taxing for them to 
play it more than a few times. 

IN ROMMEL’S WAKE uses a design element 
which I really appreciate in a game: guesswork. The 
German is working under rigid time pressures with 
variable victory conditions depending on the forces 
which are opposing him, but because the French 
use HIP he doesn’t know for sure just what is op¬ 
posing him. As play progresses he’ll uncover clues 
w hich should allow him to figure out what he is up 
against but the longer this takes, the less time he has 
to accomplish his task. Yet, if the opposing force is 
larger than he has reckoned on, time is not the 
crucial concern—preventing his own force from 
being blown away in a too hasty advance is. 
Scenario 29 was swiftly declared balanced in an 
unflattering way; the Germans usually won when 
the French drew chits 1 or 2, and the French won or 
held their own with forces 3 or 4. Therefore, our 
changes were aimed at making chits 1 and 2 a bit 
more palatable for the French. This was done by 
giving each force an additional squad and increas¬ 
ing the time pressure on the German by shortening 
the game length by one turn. 
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AD HOC AT BEAURAINS was probably the 
mosi controversial of the COD scenarios. Not only 
was opinion equally divided on which side was 
favored, but many hated this one with a passion 
while others declared it the best of the lot. The plod- 
ding, yet seemingly impregnable, Matildas certain¬ 
ly offered a new type of situation. As opinion on 
the balance of this scenario was so divided from the 
outset, changes were limited, for the most part, to 
increasing the types of action which could occur as 
opposed to helping one side over Ihe other. To this 
end the Gen. Martel counter was added at the cost 
of a Matilda, and the German infantry was in- 
creased in expectation of some Close Combat ac¬ 
tion against the unescorted British tanks, 

CHATEAU DEQUESNOY svas another one of 
those scenarios for those who persist in their 
masochistic attraction for large piece densities. 
Those who delight in pitched battles loved this one, 
although even they admitted that the French HIP 
made things a bit tough to keep track of. The Ger¬ 
man players round it especially so. This was the 
first case in my memory where the German enjoyed 
both armor and infantry superiority in a scenario-* 
but he couldn't win! Doing away with the French 
infantry’s HIP helped solve both the play balance 
and probability problems, but it wasnT enough. 
The French were stripped of an 8-1 and 9-1 leader 
and given a pair of additional 4-5-7s so that their 
ratio of leadership to squads was more in keeping 
with their national characteristics—elite unit or 
not. The Germans, for their part, were satisfied 
with the addition of the sapper squads to help them 
wade through the prepared positions of the French. 

REHEARSAL FOR CRETE paid homage to 
the tradition of concluding each game with a 
“monster” scenario. Scenarios which use opposed 
paratroop drops are usually more for “fun” than 
any attempt at realism or balanced competition, 
and this one is no exception. The main concern here 
was to avoid the possibility of sure-fire strategies 
that could circumvent the purpose of the 
scenario—‘to take the bridge intact. Under the 
original victory conditions, the German could pur¬ 
posely drop in a secluded section of the board, thus 
avoiding the bridge and its heavy defenses 
altogether, and just dean up on the isolated 
resistance in that area and still win. The “automatic 
win” tag on holding the bridge intact at the end of 
the game solved that problem. Now, the Germans 
must make taking the bridge their first priority and 
the British must do everything possible to defend it. 
If destruction of the bridge is achieved, both sides 
can get down to the mundane business of counting 
casualties to determine a winner. The only real 
adjusting of forces with this scenario took place in 
deciding the mechanics for entry of the British 
armor. Initially, the number of arriving tanks was 
tied to the amount of German airpow r er it was tying 
up off the board. The less tanks which arrived the 
less available airpower the German had at his 
disposal. Eventually, it w ? as decided to let the 
vagaries oT the dice have iheir way and allow for a 
wider selection of events. Play balance here is an 
illusion—this scenario is to be experienced—not to 
be played competitively. 


THIRD EDITION COI 

The CROSS Of IRON rulebook is now in its 
third edition. The changes therein are restricted to 
those amendments listed in the CRESCENDO OF 
DOOM Rules Amendments section. Purists who 
would find it convenient to have a COI rulebook 
with these changes actually printed in the ap¬ 
propriate rule sections may find it worth the $2,00 
purchase price plus the customary IO^/g postage 
charge. 


AN IMPORTANT NOTICE TO 
ELITE CLUB TICKET HOLDERS 


Good news for Elite Club members. From now 
on your Elite Club Discount coupons arc good 
towards the Mail order purchase of any Avalon 
Hill game direct from Avalon Hill—not just the 
Mail Order only variety. 

Discounts are applicable only to those mem¬ 
bers of the Elite Club who staple their 1980 
calendar year Elite Club ticket to their order. Used 
or lost Elite Club tickets are not replaced under 
any circumstances. 

You too can become a member of the Elite 
Club. To qualify you must place a mail order for 
any six Avalon Hill games. No discounts apply to 
this qualifying order. When placing such an order 


be sure to ask for your Elite Club membership 
card tickets to insure we don’t forget. 

You’ll then be a lifetime member of the Avalon 
Hill Elite Club &. eligible for discounts on games 
purchased directly from Avalon Hill every year for 
the rest of your life—PROVIDING you don't lose 
the membership card. Absolutely no lost cards will 
be replaced. 

This offer does not include a free subscription 
to the GENERA and is not to be confused with 
the initial offering made in 1974. Your game order 
must total at least 550 to qualify you for 
membership and can not include any game more 
than once. 



The agony of HEXAGONY: a game so simple 
to play, but impossible to master. But beware . , . 
HEX A GONY may become an obsession. 

Equally good for two, three, four, five, or six 
players, HEX AGONY is a game of strategy and 
conquest based on oriental concepts. It is the Tao of 
war, (Tao, pronounced dow, means “way”,) To 
find the Tao of a river, one would seek the lowest 
ground that leads eventually to the sea. 

The Tao of war is the path that leads, by the 
most economical means, to victory. He who leads 
his army to victory understands the Tao, He who 
leads his army to defeat has failed to understand the 
Tao, HEXAGONY s\ves you the chance to succeed 
or fail in this understanding. 

Each player starts the game with one army of 
twelve units and a limited amount of supplies. Each 
turn a player may either move his units on the battle 
board paying a supply counter for each roll of the 
dice, or try to obtain more supplies on the supply 
track. A player moving units on the battle board 
can keep moving till he chooses to stop, runs out of 
supplies, or throws a doubles. 

The object is to capture or surround 
opponents’s units, eliminating them from the 
game. When a player's army is reduced to three 
units or less, he is defeated. The last undefeated 
player is the winner. 


Each game is different. Twelve terrain markers 
are placed randomly by the players before the start 
of each game, providing a new board configuration 
for each game. Then each player selects his army for 
that game at random, 

A section of optional rules allows players to add 
variety (and some complexity) to the basic game. 
Players may control more than one army, for in¬ 
stance. 

A game of subtle skill and strategy, players must 
know when to wait, and when to seize the offensive 
and attack. Alliances may be necessary, but watch 
out for the back stab. A game for everyone; ten 
minutes to learn, under an hour to play, and a 
lifetime of enjoyment. 

Each game includes a 16" X 22" full-color map- 
board, a 12 page rulebook, two dice, 12 terrain 
markers, six supply markers, 72 unit counters, and 
60 supply counters. 

HEXAGONY is available Tor $13.00 plus 10% 
postage and handling charges from The Avalon Hill 
Game Company, 4517 Harford Rd>, Baltimore, 
MD 21214. Maryland residents please add 5% state 
sales tax. 

-— 


HEXAGONY 
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VICTORY IN THE PACIFIC 

Allies: Ron Wright 
Japan: Chris Roehl 
Commentary: Grady Hendrix 
& Don Greenwood 


This game was played a ver three FTFsessions in 
Jan-Feb- ’80, in San A n ton to. The players agreed to 
employ Optional Rule 25 described in GENERA L, 
VoL 14, No, 4: 

25. Other F'earl Harbor Rules 

25.1 The Japanese may assign no more than ten ships to [heir Pearl 
Harbor surprise attack, due lo fuel limitations. This is the number of 
ships involved in the actual raid. 

25.2 The first round of combat after the air raid is automatically a 

“day action' 1 ; Eft he Japanese elect to stay and fi^hi, they must select 
their targets immediately, :hc Allied player rolls for hts "loca¬ 

tion uncertain' 1 groups. 

Both contend this rule helps to overcome a 
Japanese edge in play balance, Grady concurs and 
further advocates written deployment of the I-Boat 
during the Japanese placement of patrols for 
disclosure after placement of Allied raiders. Your 
editor prefers the nine turn game but without the 
additional POC's for Japan. 

Between them our three participants have nearly 
twenty years gaming experience. Grady was the 
WARCON, *80, YITP tournament winner. Alt 
have experience with VITP since its initial release. 
And because your editor is a confirmed VITP ad¬ 
dicthe couldn't resist putting in his two cents 
worth where his opinions varied from those of Mr, 
Hendrix , Butt insky 7 s remarks are set off in brackets 
following those of the real neutral commentator. 


TURN I 

JAPAN, AFTER MOVEMENT: Ron is an 

experienced VITP player who specializes in Allied 
play. He is extremely perceptive of available 
options, calculates the odds, and acts according to 
careful analysis, not whim. He is not a gambler. He 
will take his time in closing with me. He knows time 
is his ally and will use all of it. I must be aggressive 
and unorthodox—but not reckless. This is my usual 
opening. It is intended to put the most air shots on 
the targets in the opening raids. No CV*s are sent to 
Central Pacific as the one US CV w hich percentages 
say will be there, should withdraw after one round. 
The submarine goes to Hawaii in anticipation of 
finding a CV target. The fast BB’s and CA’s are 
withheld to patrol areas the US cannot or should 
not send his few CA's. These high speed ships are 
conserved for future turns. His move was as 
expected. 


TURN 1 

ALLIES, AFTER MOVEMENT: Chris Roehl ts 
the best “Japanese” player I know'. We have played 
many games of VITP and 1 suppose our win/loss 
ratio is about 50-50. If the dice average out and 
neither of us makes a major blunder this game 
should go to the final turn with the winner holding a 
slim margin in victory points. We once played VITP 
for over six hours and the result was a draw! Not 
much to do initially but there are a few decisions to 
make. I move the two CA T s based in Australia to 
“submarine proof” the Coral Sea and Mandates, I 
move the three CA's based in the Indonesia area to 
safer waters. And now—hope for bad dice from the 
Japanese player at Pearl Harbor and Indonesia. 


TURN 1 

NEUTRAL COMMENTARY, AFTER MOVE¬ 
MENT: Japan opens with a good distribution of 
force . Note the Tone class of CA f s are placed in 
areas of relative safety. These jack rabbits are very 
valuable on turns two and three and shouldn V be 
lost on turn one . / do not agree with Chris on In¬ 
donesia. I would place the CA r s and the Hosho in 
the Central Pacific. If an American CV shows up, 
f50/50 chanced the Hosho will get in a lick with a 
day roll Why do I feel this is a good gambit ? I. The 
Hosho is expendable, 2. If day is rolled, the USN 
might hit a CA because the Hosho can V pursue. 3. 
The toss of a CV rally hurts the USN . 4 L The Hosho 
really has no other worth while use on turn one. The 
extra four CA *s will assist the Imperial Fleet in 
obliterating the USN on a night roll. The four land- 
based air in Indonesia are more than enough to 
shoot down the 5th AF and get at least one BB. In 
the vast majority of games Eve seen, the British 
never get to use their surface fleet anyway, so why 
sweat over them? The other area in which I question 
Chris is the use of his marine to take Dutch Harbor. 
This is a very difficult decision for the UN; one that 
Chris, Ron, and I have argued since 1977 . Chris 
already invades Dutch Harbor. I prefer Midway. 
Admittedly both choices have advantages. The 
drawback to Midway is the possibility of losing the 
marine to an airs trike by an American CV. But the 
immediate fall of Midway is certainly more impor¬ 
tant than Dutch Harbor. On turn two, the Central 
Pacific cannot be defended by American land- 
based air, plus Dutch Harbor can be invaded by 
Sasebo. Another advantage is the very realfact that 
Japan could lose the Central Pacific on turn two, 
say in exchange for Hawaii, and the victorious USN 
wilt have nowhere to go but outside the perimeter/ 
This strategy virtually forces the USN to place land- 
based air or CV*s in the Aleutians on turn two , If 
they don't, and Japan takes Hawaii, the entire 
northern portion of the board is cut off With the 
USN at least in part committed up north, Japan 
should be able to grab Hawaii and hold the South 
and Central Pacific. Basically Midway is a high 
risk, high yield investment, while Dutch Harbor is a 
no risk, lower yield move. 

Just a word on the USN as their options are ex¬ 
tremely limited. Make sure the Coral Sea and US 
Mandates are patrolled by two CA *s each, as Ron 
did, to prevent the I-Boat from costing you control 
points. If possible, send a CV to Australia as a 
threat to Indonesia on turn two. This wifi force 
Japan to place three land-based air units there on 
turn two, or risk certain disaster. 

[Although not well practiced with this particular 
set of play balance rules , I still find fault with a few 
of these comments . I agree that the cruisers don V 
belong in Indonesia and whether the Hosho should 
be there or in the Central Pacific is a moot point , 
but the Japanese battleships do belong in In¬ 
donesia. While Grady is correct in limiting (he value 
of the British warships—especially if he feels, as 
many do, that the full offensive weight of the UN 
should be focused on the Americans—he is foolish 
to let a trapped enemy off the hook . Rather than 


risk a cruiser in a night action, he should have at 
least four of the heavy battleships standing by to 
dispatch the British survivors. On the other side of 
the board . having agreed to the ten ship raid limit, 
there is no need for the Japanese to further hand¬ 
icap themselves. The two possible screening vessels 
should be included, even though he has no intention 
to chance a third strike. In those rare instances 
when the first two strikes bottom everything in 
Pearl he may have cause to regret the absence of a 
few screening vessels which might give him the 
gumption to risk a third and fourth strike . Two 
more cruisers in the Central Pacific is just senseless 
overkillJ 

TURN 1 

THE BATTLES: The Pearl Harbor raid focused on 
destruction of ships. The 7ih AF was ignored. The CA's are 
prime targets and first to go. The SB’s seem invincible as 
every shot missed! Fourteen dice and not one ‘5’ or *6 *! The 
second raid fares better but four BB T s are left unscathed! 
Considering the ramifications for the IJ N CV’s under the 10 
ship rule, discretion is the better part and the UN 
withdraws. IJN dice in Indonesia are even worse and the 5th 
AF is barely desi royed and the Repulse and Prince of Wales 
left afloat. The British get a night action and sink two CA 3 s 
without loss or damage to themselves and withdraw to 
Ceylon, Finally, in the Central Pacific the Saratoga faces 
half the Japanese navy alone. The odds are with her to get a 
day action and she does, then pouncing on a sure kill, down 
goes the Kitakami. Obviously it's a good idea to withdraw. 
The Japanese pursues with CA's seeking the night action he 
should get about 25^ of the time counting day/night. 
However the Saratoga does not oblige and sinks two more 
cruisers. After seeing his best chance of a night action (rolled a 
*6') dashed by Saras *8\ the IJN loses interest, (hope), and 
breaks off. The I-Boat scores a hit on Enterprise but only 
inflicts two damage points and it too gets away. 


JAPAN, AFTER COMBAT: The results of my 
raids were the worst Eve ever had! Why this game? 
My attempt to salvage it in Central Pacific 
backfired and showed me how the dice are falling 
today. I figured I had a one in four chance of at leasi 
a day/night action and pursued only to lose more 
cruisers. His getting day despite my roll of a ‘6’ 
dropped my morale to zero. Losing five cruisers on 
turn one is disastrous! I already forgot my own 
game plan—1 was reckless in attempting to salvage 
a bad raid. I must calm down. He wins turn one 
unquestionably. UN gains 4 points. Total 4 r 


ALLIES, AFTER COMBAT: To say the least, I 
came out of this turn in good shape. It was one of 
the worst first turns I have ever seen from Chris. 
Unfortunately, the nemesis of the American player 
struck and his submarine damaged the Enterprise, 

NEUTRAL COMMENTARY, AFTER COM¬ 
BAT: Chris has obviously either: l. Not gone to 
church in six months, 2. Used alt his tuck against 
me, or 3. Improperly shaved the dice. The first turn 
can be called a disaster for Chris and left at that . 
Chris correctly points out the value of nailing the 
CA M s in Pearl and ignoring the air unit. 
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turn ’l i With the exception of she Saratoga, the uncommitted US carrier groups are not above, Group W arid X arrived in [he Hawaiian islands where i he Enterprise took two damage points from the 3-Boat. 
Boi h carriers resumed to Australia but left their cruiser escon behind in Pearl Harbor. The two carrier Group Z was on she West Coast and will enter the game nest turn. Each unis is listed by name, factor* strength at 
stars of [he s urn. and disposii ion at the end of (he turn. Raiders are printed in italic type. Raiders which attained that status by virture of failing a patrol speed roll are further differentiated by an asterisk before their 
name. Ships under repair have an R before their name. All land based air units were placed in numerical sequence. The symbology for final disposition is as follows: ■ - Control, t - Sunk, X = Disabled, 
it = Marine Landing, and numbers equal amount of damage sustained. All other letters refer to pori returned to: T = Truk, C = Ceylon* $ = Samoa* V = Yokosuka Navy Yard, N =* New Hebrides, 
D - Dutch Harbor. A = Australia, P = Pearl Harbor, M = Midway, Pp - Philippines, G - Guadalcanal, 
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TURN 2 

JAPAN, AFTER MOVEMENT: 1 have no cruisers 
in reserve* My objectives are to take Hawaii, South 
Pacific, and Indonesia, Central Pacific is a gamble. 
I need those lost cruisers here. Aleutians is a pipe 
dream after he put his air unit there. The 26th Air 
Flot in North Pacific is intended to trap any US 
ships based in Atm if he takes a CV, CA force to the 
Aleutians. The Marshalls are abandoned this turn 
to be fought for next turn. The air units and CVL's 
in South Pacific will deter his CV's—he can't 
afford their loss at this stage. By placing an air unit 
in Marianas he has forced Sasebo to join the 
Mogami to invade the Philippines* (A break—he 
didn't deploy an air unit in Central Pacific*) The 
Kaga will fight for the Marianas as it has four shots 
and can absorb heavy damage, 

TURN 2 

ALLIES, AFTER MOVEMENT: Since the Allies 
have the disadvantageof being on exterior lines, the 
basing of the US fleet is quite important, I based 
every American, Dutch t and Australian ship so that 
they may move to the Hawaiian Islands during the 
raiding phase, if necessary. Chris plays to capture 
Hawaii on turns two and three (J think that this is 
the best Japanese move also) so it is wise for the 
Allied player to be able to threaten to move to 
Hawaii forcing the Japanese to commit the bulk of 
his fleet there. 1 based two US CV's in Australia to 
force the Japanese to commit the bulk of his land- 
based aircraft in Indonesia, hopefully leaving the 
South Pacific and/or Ehe Marshalls weak* If the 
Japanese player leaves Indonesia weak then the 
American CV’s and the British CV’s and US land- 
based air units can blow Indonesia, and the game 
wide open. 1 move three CA's to gain control of the 
Marshalls—if the sea is controlled by the US then 
Hawaii cannot be reached by Japanese patrollers 
from Truk on turn three. 1 patrol the Bay of Bengal, 
Coral Sea, and Mandates with "patrollers" enabl¬ 
ing my land-based aircraft to be used offensively on 
this turn. The bulk of my fleet is on raiding 
status—the US player must use the advantage of 
moving last to the fullest. 


TURN TWO 

NEUTRAL COMMENTARY, AFTER MOVE¬ 
MENT: I'll direct my comments to the USN first. / 
consider it vital that the USN conserve his land- 
based air on turn two in order to have all six ready to 
defend Hawaii on turn three . The only areas worth 
gambling them in are Indonesia and the South 
Pacific, and then only if success is virtually certain, 
If you gamble with your land-based air on turn two, 
and lose, learn to speak Japanese, The air unit in 
Mananas isn 7 a bad move but by placing it there 
you are exposing it to toss—a loss the USN can id 
afford. However, since Chris only placed one 
patrol ship there I can see why Ron did it, / violently 
disagree with the USN move into the North Pacific. 
With Dutch Harbor gone, and Hawaiifalling, these 
ships will have to go to Samoa, or A ustratio. Ron is 
exposing his precious C V’s to loss for virtually no 
return. Faced with the northern strategy employed 
by Chris, forget the northern areas. The move into 
the Marshalls is good, but f think two CA *s would 
have worked as wed as three. Ron is correct in stay¬ 
ing out of Hawaii and Indonesia this turn. I will not 
fault Ron for failing to go into the Central Pacific, 
because he had only two carriers which could reach 
it, and his edge although strong, would not have 
been overwhelming enough to risk toss of fleet car¬ 
riers this early in the game, l will fault him for plac¬ 
ing t wo much carrier strength in Australia and not 
using it. By placing his land-based air in dangerous 
areas, and piecemeal to boot , he is inviting disaster. 
Faced with this UN move t all three land-based air 
units should have been held in safe areas such as 


Coral Sea, or US Mandates. This is assuming Ron 
didn 7 wish to exploit the Central Pacific. If so, one 
in Marianas and two in the Central Pacific and 
Chris would be very, very hard pressed. This 
violates what I have said previously, but my com¬ 
ments relate to a normal turn one, and this one was 
far from normal! 

Japan has three areas he absolutely must have: 
Indonesia, South Pacific, and Central Pacific. I 
know Chris goes for the throat, (Hawaii), and he 
didn 7 let the first turn debacle deter him. He should 
have. As we all know, the Central Pacific is wide 
open. With three land-based air, supported by 
British CV*s and possibly the USN, even Indonesia 
is tempting. Of course, since Japan has six land- 
based air units, he has three to place after the USN 
has expended his, so Chris could have reinforced 
Indonesia had Ron made a major commitment. 
Faced with what happened on turn one t l might 
have been tempted to merely secure the perimeter. 
The UN should remember this: tempt the USN into 
committing his CV’s on turns two and three. By 
making areas super-strong the USN will avoid you 
and his CV’s wilt hurt you on turns four and five. 
This is the beauty of an assault on Hawaii, ft vir¬ 
tually forces the USN to fight when they are 
weakest and you are strongest. 

IVm afraid / can 7 be so generous. This is an 
atrocious Japanese move. Any attempt to take the 
Hawaiian Islands without first securing the Mar¬ 
shalls is pure folly. Given the realization that he has 
had the Marshalls handed to him on a silver platter, 
the American response is no better. He must take 
the Central Pacific. Doing so not only saves Mid¬ 
way but prevents the Japanese from getting any 
patrollers to the Hawaiian Islands on turn 3. There 
is suspicion that the American deliberately passed 
up the move into the Central Pacific for the sake of 
an interesting game. The object of a Series Replay is 
to exhibit winning strategy—not generosity. 
Therefore I will exhibit none of it here in broadly 
condemning the American player for not seizing on 
the chance to place the game securely out of jeopar¬ 
dy. While it is true that the Allies must use their 
Ultra advantage to avoid even or near-even battles 
in the early-going, he can’t win by sitting on his 
hands either . Even a Jour carrier raid into the South 
Pacific would have been preferable to collecting 
barnacles in Ihe Coral SeoJ 


TURN 2 

THE BATTLES: Action opens in the North Pacific, The 
UN wants to see where the USN CV's return if disabled or 
withdrawn. The battle is a draw as both sides take a signifi¬ 
cant loss, but the US gains control of the sea and the point. 
The importance of control in the Aleutians is diminished as 
the Junyo proves a tough opponent for the 10th AF and 
shoots down the air unit the First round. Ami falls and 
Japan secures the north. In the South Pacific the US tried 
for night to escape but the 1JN prevailed and shot down the 
llth AF but not before it sank the Zuiho. The most 
interesting battle of the turn took place in the Marianas. 
The Japanese tried for night to invade Philippines but the 
US got a day action. Surprise! The Kaga blew the 7th AF 
out of the sky* The US player shows his knowledge of the 
game by ignoring the SNLF and attacks and sinks the 
Mogami. Now to capture Philippines the UN has to use his 
SNLF, so the US player got two units with one hit—very 
clever. The British mark time waiting for more CV’s before 
testing their luck in Indonesia. The rest of the USN avoids 
early action and rallies at New Hebrides* Predictably the 
Arizona is destroyed by waves of UN raiders. 

JAPAN, AFTER COMBAT: This turn's dice went 
my way and Pm back in the game. His Loss of three 
air units and a CV will leave him short in any day ac¬ 
tions next turn* Winning the Aleutians was a real 
surprise. His insight in attacking Mogami when he 
lost his air unit really impressed me—he forced me 
lo use the SNLF, sank a cruiser, and cost me the 
sea! 1 should have had two patrollers there but 
where would it have come from? Those lost cruisers 


are haunting me* With 20/20 hindsight 1 see he 
could have wrapped up this game by attacking me in 
Central Pacific. I would have had no patrollers in 
Hawaii turn 3, Sporting of him? Or is he saving me 
for a more dramatic victory? Characteristically he 
bides his time and moves his fleet to a central posi¬ 
tion, Attacking me in North Pacific was a mistake 
without also attacking me in the Aleutians with a 
CV and CA force. Abandoning Hawaii was ex¬ 
pected* He may fight for it turn 3 but the loss of the 
three air uniLs may force him to let it go. With the 
Marshalls opened up he will have plenty of targets I 
claim turn 2 and 4 points* Total 8* 

ALLIES, AFTER COMBAT: The battles brought 
mixed results* My mission was certainly 
accomplished in the Marianas—one CA, two POC, 
and an SNLF expended for the cost of a land-based 
air unit. However, I suffered a surprising defeat in 
the Aleutians and his submarine struck one of my 
CV's again—two hits in a row! I tried to escape 
from the lopsided battle in the South Pacific (1 placed 
a land-based air unit there only to draw his there) 
but managed to take down a CVL, Unfortunately, J 
am down three land-based aircraft. This will hurt 
me on turn three. 

With Chris down so many CAs 1 seriously con¬ 
sidered making this a big turn for the US. I thought 
about placing an air unit in the Central Pacific in¬ 
stead of the South Pacific to fight to hold onto Mid¬ 
way. Since he conceded me the Marshalls 1 could 
have taken my raiders and attacked the Japanese in 
the Central Pacific* If l sank or chased away the 
enemy ships the Japanese would be unable to patrol 
Hawaii on turn three (North Pacific and Marshalls 
in US control) and Pearl Harbor would remain in 
my hands* The move was tempting bm 1 declined to 
make it because this is a "Series Replay" game. If 
the move succeeded Chris may have conceded and 
we would have to start all over! 


NEUTRAL COMMENTARY, AFTER COM¬ 
BAT: Japan does well in the A Seat ians-North 
Pacific areas as a critical land-based air anil and CV 
of Ron’s go down at minimal cost to Chris. The 
American land-based air in Marianas hurts the UN 
but the Kaga s Zeros do their job and send the 
American land-based air into the drink. Ditto for 
the grossly misplaced llth AF, which is flamed in 
the South Pacific. This was a big turn for the UN as 
Midway, Attu, Lae, Singapore, and the Philippines 
fall. But the real victory is three American land- 
based air units and one CV killed, for one UN air 
unit and one CVL. All the UN needs to do on turn 
three is to hold the South Pacific, Hawaii, and 
recapture the Marshalls and the A merican will be 
hurting. On the plus side for Ron, Chris has very 
few POC for this point in the game. 


TURN 3 

JAPAN, AFTER MOVEMENT: I must return to 
Hawaii to complete the capture move. The problem 
is I can only hold three areas and must fight for the 
Marshalls, Hence, either South Pacific or 
Indonesia must be abandoned. It has to be 
Indonesia, if I fight for it he will commit the British 
and the Enterprise and perhaps another CV—at 
least eleven shots, 1 can’t afford to lose the sea and 
the air units defending it. The air units will be better 
used making South Pacific and Marshalls too 
dangerous for carriers. Without bases in Indonesia 
his turn four options to exploit loss of the sea w ill be 
limited to raids from Australia while I hope to 
regain control of Indonesia next turn since l should 
have six air units and a secured perimeter and he will 
have to withdraw two British CV’s. So, all Midway 
based ships were sent to patrol Hawaii, BothCVL's 
missed their speed rolls leaving my patrol 
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vulnerable to a night action. Heavy CV rein¬ 
forcements joined this group as raiders. {Hiyo failed 
speed roll and remains in Japan). Marshalls were 
secured by air units and the South Pacific by an in¬ 
teresting combination of air units, CV's, and an 
SNLF to draw attention from Hawaii. Diversions 
were also sent to Mandates and Coral Sea. 
Marianas is patrolled by ships of high survivability 
and Central Pacific by two cruisers as bail—to 
chase them out will require a much larger force and 
divert ships he'll need to counter my main thrust. 
His response surprised me. I really expected a fight 
for Hawaii or South Pacific, but to pounce on my 
battleships full force seems a wasLed turn for the 
bulk of his fleet. But there are no surprises 
elsewhere. He's still saving his strength by pouncing 
on exposed smaller forces. 1 should say my diver¬ 
sions worked, but i f he sin ks them all I will say I lost 
my ass. 


TURN 3 

ALLIES, AFTER MOVEMENT: I based the bulk 
of my fleet at New Hebrides to give myself a “cen¬ 
tral position”. From this base 1 can threaten In¬ 
donesia, the South Pacific, the Marshalls, Hawaii, 
the Central Pacific, and the Marianas. After 
observing the Japanese moves I decided to make the 
destruction of Japanese ships, with little loss to 
myself, the objective for this turn. I had hoped for 
the possibility of recapturing the Marshalls and 
thus two forward bases but Chris skillfully aban¬ 
dons Indonesia and concentrates land-based air 
units in the Marshalls to thwart my plans. Another 
major American objective this turn is to commit 
land-based air units and surface units to destroy the 
Yokosuka SNLF unit and keep Guadalcanal in 
American hands. 


TURN THREE 

NEUTRAL COMMENTARY AFTER MOVE¬ 
MENT : A very important point is brought out here. 
If Indonesia ts held on turn two along with the 
South Pacific, the Allies have no bases in In¬ 
donesia. This means if things get tight elsewhere, 
the UN can give up Indonesia one turn to secure 
Hawaii. This will cost Japan a few POCs, but by 
securing it with land-based air on turn four , the 
Allies realty can V exploit it because the Royal Navy 
cannot get past Indonesia. The full value of this 
ploy is illustrated here , The UN adventures into the 
Corai Sea and US Mandates are interesting, but are 
strictly diversions. Hiyo should have gone to Cen¬ 
tral Pacific as the Allies placed no land-based air in 
Hawaii. The Japanese forces are very weak in sur¬ 
face ships in Hawaii, especially since the U.S. has 
nine BB's. However, since the U.S. committed ten 
ships to patrol, his surface superiority was greatly 
reduced. Except for the lack of air cover in Central 
Pacific, a good Japanese move. 

The Allies are down, but not out. The question 
is. where to fight? If South Pacific, Marshalls . and 
Hawaii all go, the American will be on his knees. 
The A died player should have anticipated hordes of 
enemy land-based air in the Marshalls and South 
Pacific. Five CA s in Marshalls are far too many; 
two or three would suffice. Three 88*5 in US Man¬ 
dates? By placing two CA's each in Marshalls and 
US Mandates, the USN could have returned to 
Hawaii with nine BB's, four CV's, and 12 CA's. 
UN would have five BB's, six CV% and eight 
CA '$* Admittedly , a day roil would have been the 
end of the USN CV's, but Japan only Hasan advan¬ 
tage of three more air factors. Therefore, with a 
tucky break or two, the UN CV's would have been 
battered too. Of course, if the Allies maintained 
their luck and got a night action, the USN BB's 
would have leveled the Japanese CV's, Even with a 
day action, the CV f s would tend to balance each 
other out, leaving surface ships to shoot it out. The 


A/lies certainly could have sunk or disabled all the 
patrolling ships and saved Hawaii, plus the 
marines. As I see it, this option is a big gamble, but 
they needed to garnle here. The Allied land-based 
air could have been placed in Coral Sea, US Man¬ 
date, and South Pacific. The only other option 
would have been to hit the South Pacific with all 
four CV's and all available surface ships. This 
would save Guadalcanal for sure and threaten the 
home islands and Indonesia, But more than likely, 
a/I the USN CV's would have gone down, so if the 
Allies had chosen to fight, it should have been in 
Hawaii * 

// too condemn the Allied move for non-move) but 
for different reasons. The decision to fight for 
Hawaii is not that dear cut. That 3 factor Japanese 
edge also enjoys a two carrier advantage. A four 
factor carrier is not equal to a pair of two factor 
flattops. The Japanese targets are less concentrated 
and therefore harder to sink in total. Such a battle 
could easily leave three unopposed Japanese CV's 
to mop up the A meric an screening force at a rate of 
three ships per round. The Japanese enjoy control 
of the Hawaiian Islands and would have a +2 DRM 
edge in opting for day combat. Hawaii should have 
been fought for, but not at a disadvantage! Due to 
the great number of patrollers used by the 
Japanese, it was easy to deduce a major effort at 
Pearl Harbor was in the offing. By placing all of his 
land-based air in the Hawaiian Islands the 
American could have enjoyed air superiority in 
both factors f22 to 19) and targets (7 to 6) kno wing 
full well that the Japanese had nothing more to add. 
The newly arriving battleships could then add to an 
overwhelming American screening force instead of 
being sacrificed to the wolves. But anything would 
be an improvement over his actual move. Blowing 
away four battleships is small solace for losing three 
of your o wn, plus t wo marines; plus Pearl Harbor, 
and perhaps Guadalcanal. Preserving your curriers 
will do you little good if you 're blockaded against 
the edge of the board J 

TURN 3 

THE BATTLES: The Japanese want to move the actions 
toward ihdr own CV's so disabled ships will consider (even 
though remote) the possibility of an air raid. So the 
shooting starts in the Central Pacific where the UN CA’s 
sink one and disable two American CA's in three rounds of 
combat before losing Takaa and getting chased out of the 
sea. (The disabled USN CA's did avoid the UN CV's and 
withdrew to Australia.) Luck is with the USN in the Mar¬ 
shalls as he gets a night action and withdraws, avoiding the 
massed land-based air and sea units against the Japanese. 
The UN goes for ships since the US air units will be disabled 
if Yokosuka gets through to Guadalcanal. New Mexico is 
disabled and the Idaho is damaged and disabled but the US 
air strike leaves the SNLF a disabled wreck. The UN com¬ 
mitted Hosho to the night action, screening Junyo, but the 
Chester missed, and the USN withdrew; mission ac¬ 
complished. But surprise! The UN gets night in Coral Sea 
and bubbles the two patrolling CA's with concentrated fire 
{S shots apiece). Seeing he's got the outnumbered and 
slower BB's “bagged", the USN cruisers concentrate on 
one at a time and blast Fuso. The three remaining BB's scatter 
and the USN lets one go to assure destruction of the other 
two by dispatching each with two fleet carriers. The 
Japanese get their revenge in Hawaii as their fleet 
annihilates the three American battleships in a day action. 
The IJN also uses the tactic of mass over several rounds of 
action to assure the total destruction of the fleeing marine 
units in surface actions since the targets cannot escape by 
speed and to disperse the attacks among them increases the 
likelihood of their escape through a disabled result. No 
Japanese losses in Hawaii—the USN didn’t get to shoot 
back. In the Mandates the Japanese get a day action but no 
hits are scored by either side and the IJN withdraws. 

JAPAN, AFTER COMBAT; Marshalls, Central 
Pacific, and South Pacific need no comment. 1 was 
lucky to get Hawaii. In retrospect 1 won it on turn 
two when he lost three air units. With them he could 
have kept his new ships in Pearl Harbor and forced 


a protracted air battle pitting my carriers against his 
six air units. This would be a heads he wins, tails I 
lose situation because his lost air units come back as 
reinforcements after a turn in the dead pile. My lost 
carriers stay on the bottom. In the Coral Sea my 
battleships were very lucky to get night and sink 
both patrolling CA’s. The Jse was also fortunate to 
escape. It may be argued that this was a waste of 
battleships, but he did use his CV's against them 
rather than the Marianas or Mandates, and two 
points may well be the margin of victory* In the 
Mandates I stood a very good chance of getting my 
clock cleaned if 1 stayed. The fast ships were sent 
there as a diversion and they accomplished their 
mission to some extent so 1 ran while I could. I picked 
up seven POC, captured Pearl Harbor, and 
established a southern perimeter while giving up 
Indonesia, Ship losses were almost even but the loss 
of the two marines will thwart American offensive 
options until turn 5. I therefore claim the turn and 7 
points. Total 15* 


ALLIES, AFTER COMBAT; Battle brought many 
surprises. The Central Pacific developed as ex¬ 
pected and I accomplished my mission in the South 
Pacific bv maintaining control of Guadalcanal but 
failed to sink the Japanese SNLF though I threw 
boxcars! Despite US possession of both seas, the 
Japanese won both day/night rolls in the Coral Sea 
and the Mandates. His battleships succeeded in 
their suicide mission—1 lose two CA's and two 
POC. A night turn in the Mandates could have 
brought great results for me but in the end it was a 
standoff* Considering the possibilities I had for this 
turn I am disappointed* 

NEUTRAL COMMENTARY, AFTER COM¬ 
BAT: Chris makes an excellent comment regarding 
his luck in Hawaii. The luck this turn was fairly 
even, but actually no major engagements were 
fought. If Yokosuka had taken Guadalcanal this 
game would look real bad for the Allies. Chris 
shows how to react if the USN blows a hole in the 
perimeter. Let them in, but slam the door behind 
them * The Allied victory in the Central Pacific thus 
cannot be exploited. 


TURN 4 

JAPAN, AFTER MOVEMENT: This turn I must 
regain control of Indonesia, Four air units will 
assure it. The remaining air units arc split between 
Hawaii and the Empire. His CV’s in Australia 
could raid Japan and really embarrass me and cost 
me 3 POC. So an air unit is spent here though it 
would be better employed on the perimeter. I have 
no doubt that with five CV’s he will be able to open 
a hole in the perimeter and after expending three 
battleships to wrest two points from his last turn 
I'm not in the mood for giveaways. The air units are 
paired with a CV in each area to add “bonus” shot 
firepower to the air unit's high survivability, In the 
Marianas I've deployed in enough strength that if 
he chooses to at tack, the forces required will deplete 
those needed in the more important perimeter 
areas. In the Marshalls I've offered him expendable 
carriers to make this an exchange he may find too 
expensive. Obviously the main thrust is in the South 
Pacific with Guadalcanal the prize* His reaction is 
still conservative as he pounces on my weak areas 
and avoids decisive combat. He still has four more 
turns and will probably take it to the wire. 

TURN 4 

ALLIES, AFTER MOVEMENT: With the British 
CV force at full strength and the US CV force in 
striking range of Indonesia, Japan commits the 
bulk of its land-based aircraft to Indonesia. I place 
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Turn 3: The Prince of Wales continues to repair in Ceylon. The Hiyo remains in Yokosuka Navy Yard due to failure of a raid speed roll. 
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all of my land-based air units in the South Pacific to 
attempt to prevent the landing of the Japanese 
SNLF’s at Guadalcanal. If I am successful I will be 
able to place land-based air units in the South 
Pacific on turn five, (the turn of decision in most 
games), placing great pressure on the Japanese 
defense. 1 divide my fleet to strike at the Japanese 
defense in Hawaii and the Marshalls, although I 
erred in patrolling only one of these areas. 


TURN FOU R 

NEUTRAL COMMENTARY AFTER MOVE¬ 
MENT; The Allies need to take advantage of the 
fact that most of Japan ’$ land-based air is commit¬ 
ted to Indonesia. Six or seven IJN CV’s could show 
up in South Pacific , so l probably would place 
seven A Hied land-based air in South Pacific and one 
in Coral Sea. Guadalcanal absolutely must beheld. 
The Allies must guard against Japan placing 
marines in the Coral Sea and taking Guadalcanal 
from the back door , Since Japan has only 15 POC, 
the Allies must consider raiding Japan or Marianas 
if an opening is left. They must minimize the IJN 
point gain the next two turns and blow a hole in the 
perimeter turn five . The Allied player has done a 
good job of protecting his CV*s. If he has three or 
four CV*s going into turn five he should be able to 
open a hole for the flood on turn six\ 

The Japanese move is a good one—any offen¬ 
sive moves by the Allies will cost C V’s. Japan uses 
the tactic of ' *a wolf in sheep *s clothing 1 r in Hawaii. 
At first glance it looks weak , but attacking this type 
of defense can be costly. I should kno w—/ in vented 
it (well , at least in Texas). Thro w in the TBoat and if 
the US N goes in with four CP's, he could easily lose 
three of them . Of course the control marker will go 
USA > but the beauty of this tactic is that the IJN 
commits nothing vital and in order to attack it, the 
USN must commit his scarce and valuable CV*s. 
Only use this when you control the area , {thus your 
chances of getting burned in a night battle are small) 
and the USN cannot place land-based air in the 
same area. I would say this is the best move of the 
game for the Japanese. The A Hies must get all three 
marines with their land-based air or Guadalcanal 
goes . American CV's are going down no matter 
where they go . The A Hied move is strictly a reaction 
to Japan’s. Ron will hurt if Guadalcanal goes. In¬ 
donesia is definitely too strong for the A Ities to even 
think about. The Enterprise should have been sent 
to Hawaii. He exposed his CV's to three more 
shots, (with attack bonus), than he should have. 
The shiny new USN BB r s can take a bunch of 
damage and they probably could carry Marshalls by 
themselves * Maybe a few CA *s could have come 
along for the ride. Lei'ssee how many USNCV'sgo 
down! 

/This is indeed an excellent Japanese move , The 
Allied chances of saving Guadalcanal are even less 
than the 50-50 proposition of a day-nig hi battle in 
the South Pacific as the odds of turning back all 
three Japanese marines are slim. Elsewhere the 
Japanese deployment is such that the American 
really can 7 afford to strike in more than one area ♦ 
That he did is just one more reason why the 
Japanese will probably win this game . The Enter¬ 
prise is actually at a disadvantage against the Junyo 
and Hosho and shouldn’t survive , Faced with this 
situation I would have either put everything into the 
Marshalls or split my raid between the Marianas 
and Marshalls.) 

TURN 4 

THE BATTLES: The massed Japanese air units miss the 
British in the dark as they make good their escape. In the 
Marshalls the US gets the elusive day/night action the 
Japanese are still grumbling about after their drubbing on 
turn I, and exchange Enterprise for Junyo, and disable 
Hosho. In Hawaii the USN gets day/night again which per¬ 
mits him to concentrate on the air unit and leave the Shoho 


for his cruisers, but not before they lose the Wasp, and the 
Hornet is wrecked. Finally, in the South Pacific, the US gets 
his choice again but his air units let an SN LF get through u> 
Guadalcanal and the action ends after two US air units are 
shot down. 

JAPAN, AFTER COMBAT: Considering he won 
or drew every day/night determination roll, I was 
fortunate to sink two CV’s and escape with the 
Hosho— a lucky ship, Pm mystified by his choice of 
targets here and especially so after Junyo damaged 
South Dakota before being inundated. Missing I he 
chance to bomb the British was a disappiomment. 
However* on the bright side I did take Guadalcanal 
with loss of only an SNLF—but it was close. Had he 
disabled the Kure SNLF he’d have dearly won the 
turn and be on his way to Tokyo. But now he has 
some distinct weaknesses I can exploit on turn 5. I 
rate this turn a draw. UN gains 4 points. Total 19, 

ALLIES, AFTER COMBAT: The Allies suffer a 
severe setback. My I and-based air units in the South 
Pacific could not destroy or disable all of the enemy 
SNLF units despite a day round (that Japanese 
SNLF that I failed to sink last turn has come back to 
haunt me). I lost two CV's sunk and one damaged 
this turn—out for the crucial turn five. The loss of 
one of those CV’s was my own fault. I rarely divide 
my CV’s at this stage of the game and I paid the 
price by giving the J apanese too many shots at those 
valuable ships. In short, the Enterprise should have 
gone to Hawaii, trusting that my surface fleet 
would eventually destroy the Junyo and Hosho in 
the Marshalls. It is too late now. I have only tv/o 
American CV’s and the Victorious in the eastern 
Pacific and no forward bases to attack the Japanese 
perimeter with land-based air units. Turn five is 
going to be rough, 

NEUTRAL COMMENTARY, AFTER COM¬ 
BAT: Two CV’s sunk, another without airs trike 
ability and Guadalcanal gone . Not a good turn for 
the Allies. Hawaii was a draw. The Allies got con¬ 
trol but Japan took, in effect t two CV's, South 
Pacific was a big win for Japan: no ship losses and 
Guadalcanal in the bag , If the Allies had sunk or 
disabled the third marine, the game could have 
hung in the balance as the A Hied land-based air and 
IJN CV’s dueled to a finish* Japan still does n 7 have 
a commanding lead in POC, but does enjoy ex¬ 
cellent board position . // looks bad for Ron with 
only two CV’s and the Victorious available to 
punch a hole in the perimeter on turn five. 

TURN 5 

JAPAN, AFTER MOVEMENT: This is the turn of 
decision in most VITP games and it is especially 
apparent here. To win l must restore my perimeter 
and extend my lead beyond 2D POC. Otherw ise I 
w ilt not have the POC margin to canalize his offen¬ 
sive to my advantage by withdrawing behind 
controlled areas while concentrating in others. His 
objective will be to open a hole in the perimeter for 
his turn 6 and 7 CV’s to exploit. However, he has 
several weaknesses this turn / must exploit. 
Specifically: he has no air bases in my perimeter; he 
has only three CV's to extend h is ai r power and they 
are oT limited use {Saratoga in Australia, and 
Victorious cannot raid past the perimeter); six BB’s 
will have to make long shot speed rolls to raid my 
back field (and one can 7 make it ai all); and all ships 
but one CV and one BB are at Samoa and only the 
CV in Australia can threaten Indonesia. However, 
with eight air units to patrol his areas I can be sure 
all his ships w ill be available to assault my line. My 
initial reaction is to defend my perimeter with air 
units and CV’s. Two air units in Hawaii reinforced 
by Hiyo; two air units in Marshalls; and one air unit 
in South Pacific accompanied by Ryu jo and 
Hosho. The fleet would be divided between In¬ 


donesia and Marianas with one CA each in Japan, 
Central Pacific, and North Pacific. But this leaves 
the South Pacific vulnerable and with the three 
marines he could take the sea, Lae, and 
Guadalcanal, Then his airpower would be loosed 
upon me turn 6, Another option would be to ignore 
Indonesia again and put three air units in Hawaii, 
two in Marshalls, and the fleet in the South Pacific 
less some bait CA's in the rear. However, he could 
still take Lae and Guadalcanal and even lose or 
withdraw in South Pacific since he would have con¬ 
trol of Indonesia to supply Lae. The problem is I 
warn to fight his CVs now so the only ones I will 
face on turn six will be the damaged Horner and 
those entering as reinforcements on turn seven— 
hopefully in Samoa. This would permit me to 
defend Indonesia with a weak force and mass 
against the Americans, Faced with my perimeter his 
new r carriers would waste a turn dosing with me as I 
will withdraw behind the perimeter turn six except 
in I ndonesia where he can7 reach me if I hold South 
Pacific. So I have to deploy in a manner vvhich will 
encourage an air battle in Hawaii or Marshalls. 
Given his control of Hawaii and the chance eo 
retake Pearl Harbor, he will probably go there if I 
don7 shut it off with three air units. If 1 place the 
extra atr unit in Marshalls he will know I want him 
to go to Hawaii, so it is placed in I ndonesia and sup¬ 
ported by a fast carrier which can run if the air unit 
is lost. This move I violate one of my own tenets by 
patrolling with CV7 instead of holding them back 
as raiders, I don’t w ant to commit my main fleet 
until 1 see where his marines go and how many ships 
patrol and where. The Tast ships in Marianas and 
Central Pacific will try for day and withdraw 1 if 
raided. I don’t expect Shokaku, Hiyo , or Soryu, to 
survive this turn but they are deployed to exchange 
for a CV and in Soryu's case, for the marine 
threatening to invade Guadalcanal. His patrols 
make the available surface forces about even with 
my own, so South Pacific will be held by the re¬ 
mainder of mv fleet supported by the four carriers 
on patrol. My four carriers to his three guarantee 
the survial of at least one in a round of day action. 

His move is not well thought out. He has 
squandered his marine and surface ship superiority, 
The marine in the Marshalls would be better used in 
the Coral Sea to join the 2nd Marines in taking 
Guadalcanal, especially considering my Yokosuka 
SNLF was not opposed. Even if he does get a base in 
the Marshalls he cannot base there without being 
trapped turn six by my control. 1 do not fault him 
for avoiding the South Pacific but in his eagerness 
to recapture Pearl Harbor he has overlooked his op¬ 
portunity to capture Guadalcanal and get control of 
Indonesia. (Marines, Lexington, and Victorious to 
Coral Sea; Saratoga to reinforce the British in In¬ 
donesia.) However, if everything goes right and he 
clears Central Pacific and Hawaii he can say his was 
the right move and 171 have to agree as Pll be in 
serious trouble. 

TURNS 

ALLIES, AFTER MOVEMENT: He has spread 
his power across the perimeter so that he can hold 
everything unless l get lucky. An air battle in In¬ 
donesia and a surface battle in the South Pacific 
look inviting for the Allies but 1 decide to gamble 
and attempt to defeat his CA force in the Central 
Pacific and recapture the Hawaiian Islands. In 
Hawaii I control the sea—with a night turn I can 
blow away the Japanese CV and land the marines at 
Johnson Island if the enemy submarine does not in¬ 
tervene. IF I can trade my CV’s for his land-based 
air units, I capture Pearl Harbor, three POC, and 
can base much of my fleet there to threaten his inner 
perimeter on turn six. The POC count will be 
relatively low and the US will have an excellent 
chance to win the game. A secondary objective is to 
land a marine unit (if I get a night round) at 
Kwajalein to establish a forward base for next turn. 


TURN 4 UN +4 POC +19 TOTAL 
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Tu rn 4; The Prince of Waits completes repairs in Ceylon which also harbors the remainder of She British fleet (three cruisers* two battleships* and a carrier) which failed to raid alter seeing the Japanese land-based air 
commitment in Indonesia. Tennessee and Nevada hole up in Samoa after failing ihcir raid speed rolls. 
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TURN 5 

NEUTRAL COMMENTARY, AFTER MOVE¬ 
MENT: If the Allies only had one more CV! They 
need to puncture Hawaii , Marshalls, or South 
Pacific. Indonesia is a side show. It would be nice to 
take three POC away from Japan, but a hole here 
cannot be exploited. Therefore, only British should 
be committed. Obviously, Japan must hold the 
previously mentioned perimeter areas and In¬ 
donesia, and Marianas if possible. Japan makes a 
tactically poor move. The Marshalls look very in¬ 
viting. The Soryu would look much better in the 
Marshalls. With two land-based air and a CV in 
Marshalls and Hawaii, the A Hies would be extreme¬ 
ly lucky to pierce either. The South Pacific, while 
important, is over-protected with three CV’s and 
two CVL’s. The Ryujo would be much more 
valuable in Indonesia or Hawaii. The CA’s com¬ 
mitted in Central and North Pacific are asking for 
it. A t least the Kumano and Mikuma can escape on 
a day roll unless the A llied player sends CV’s which 
is doubtful. Why do this at all? The US player has a 
bunch of CA’s that certainly are spoiling for a fight. 
The A Hied player decides to attack Hawaii, which is 
certainly understandable. If he holds it, the Allies 
take back Pearl and Japan will be pummelled the 
last three turns. The only objection I have is that 
since the A merican is so weak in airstrike ability his 
chances of winning are very small. His chances in 
the Marshalls look better. Admittedly the benefits 
are not as good, but the chances of success are much 
higher. An attack into the Marshalls with all 
available CV’s and a marine just might have done 
it. This maneuver, coupled with two marines in 
South Pacific to grab Guadalcanal, could give the 
Allies not only a hole, but forward airbases as well. 
This move would at least have given Japan a good 
reason to send Soryu into the Coral Sea. I do feel 
the Japanese have enough strength in Hawaii, but 
the Ryujo would have guaranteed this critical area. 
Both players commit minor forces to Indonesia and 
the Americans, as expected, raid the North and 
Central Pacific. The US raid into Hawaii will decide 
the game, and the odds are greatly with Japan. If 
only they had the Hornet. 

[This is a badly flawed move by both players. Each 
has given the other the chance for victory. As Mr. 
Hendrix points out the South Pacific is too heavily 
defended at the expense of the Marshalls and 
Hawaiian Islands. Furthermore, the Soryu is 
literally thrown away in the Coral Sea. By using the 
Soryu, Hiryu and Ryujo in the Marshalls and 
Hawaiian Islands the Japanese player could almost 
guarantee the integrity of his perimeter on turn 6. 
The A merican response is no better. This is the turn 
of decision. He has saved his fleet for four 
turns—now is the time to use it. Maximum pressure 
should be applied on this turn to break the 
perimeter for the counter-offensive to follow. To 
that end the raiders in the North Pacific and Central 
Pacific should have been joined by more in the 
Marianas. However, the real fault lies in the com¬ 
plete misuse of the 2nd Marines in the Coral Sea 
which cannot hope to accomplish anything given 
the presence of the unopposed Yokosuka marines 
in the South Pacific. Guadalcanal cannot fall to this 
deployment. Fortunately, the Japanese player was 
foolish enough to waste the Soryu in an attempt to 
counter this mismove. Moving the 2nd Marines to 
the Marshalls or reinforcing it with the 3rd Marines 
from the Marshalls would have been an infinitely 
better move. If the A merican can retake Pearl Har¬ 
bor and claim a forward airbase he will win the 
game. Neither player has played this most crucial 
turn very well. Why the A Hied player is suddenly in¬ 
terested in controlling the Indian Ocean when very 
real threats exist in the Coral Sea is beyond me. A t 
least three of the A died land based air forces on the 
west half of the board belong in Coral Sea or the 
U.S. Mandate.J 


TURN 5 

THE BATTLES: Action begins in Indonesia where the 
Japanese player is anxious to know the status of his back 
door before resolving the battles on the rest of the board. 
The Allies again win the day/night roll but lose the battle as 
both CV’s are disabled without downing the air unit. In the 
night action the British blow away the Shokaku, then 
follow their carriers back to Ceylon. In the Coral Sea the 
marine-hunting Soryu becomes the hunted and is quickly 
put away by Indiana. The marine will wait to see what 
develops before landing as Yokosuka in the South Pacific 
offsets its invasion threat to Guadalcanal. In North Pacific, 
the Aoba goes down without any fight and in Central 
Pacific, Kumano and Mikuma are caught and sunk for the 
loss of Astoria. Things are looking too good for the Allies 
up to now. However, the Japanese have saved their luck for 
the crucial battles. In the Marshalls, the air units sink the 
marine and reclaim the sea. In Hawaii it is yet another 
day/night battle. However, this one is all over after the day 
round. The Japanese threw the hits and requisite damage to 
sink both of the big US CV’s—the US missed the Japanese 
air units completely! To add more than a dash of salt to 
these wounds, the riddled Hiyo sinks Quincy with her 
parthian shot and then the I-Boat throws a hit and the 
necessary five damage points to sink the marine! The Allies 
throw in the towel. 


JAPAN, AFTER COMBAT: Shokaku and Soryu 
were indeed expended and Soryu with nothing to 
show for it. However, control of Indonesia is cer¬ 
tainly worth Shokaku. Losing the two fast cruisers 
in Central Pacific was a shock though. 1 really ex¬ 
pected them to get away in the daylight. Down two 
CV’s and three CA’s already. I’m shaken and ques¬ 
tioning the validity of my move and my early con¬ 
fidence. I’m lucky he didn’t raid the Marianas too! 
But after cold dice elsewhere the luck factor swings 
dramatically my way in Hawaii—where neither of 
us can afford to lose. This is one of those battles 
where all the dice go one way and both his heavy 
carriers are sunk and neither air unit is hit. To top it 
off, the submarine not only hits, but it sinks the 
marine. With this last straw the Allied player 
resigns the game. 

Had the turn continued, Yokosuka would have 
reinforced Guadalcanal and Japan would gain eight 
POC for a total of 27. Turn 6 I would have 
withdrawn behind the perimeter and patrolled 
Marianas, Japan, Central Pacific, and North 
Pacific w r ith a cruiser each. Indonesia would be held 
with air units and this would leave the fleet free to 
raid in response to Allied moves. At worst there 
would be no points won or lost. Turn 7 I need only 
patrol Japan to retain a 17 point lead which cannot 
be beaten. To tie he would have to control the entire 
board on turn 8. So to assure a win, Central Pacific 
must be held turn 7 if the Allies have scored enough 
points on turn 6 to threaten a tie. This would yield 
the POC necessary for a win and is a good Japanese 
move turn 7 regardless as it precludes raiders 
reaching Japan from Pearl Harbor on turn 8. So 
Ron’s assessment of the situation was correct and 
he should know—he’s done the same to me. 

ALLIES, AFTER COMBAT: What a disaster! The 
minor battles in the North Pacific and Central 
Pacific opened the turn auspiciously, but every 
other mission failed. Indonesia looked promising 
for a fleeting moment but ultimately remained in 
Japanese hands. My marine failed to land in the 
Marshalls. And then Hawaii! He destroyed all of 
my CV’s and I failed to roll a single hit. His sub¬ 
marine certainly came through for him—he not 
only hit the US marine unit but sank it as well. So 
much for putting land-based air units in forward 
positions next turn. With this loss 1 concede. I have 
no forward bases and my turn six reinforcements 
arc totally out of position at Samoa without a hole 
in the perimeter to exploit. As the Japanese player a 
few weeks ago I had an opponent in this fix and won 
the game easily. I know what to expect, especially 
against an able opponent like Chris. 


NEUTRAL COMMENTARY, AFTER COM¬ 
BAT: Indonesia ends with a Japanese victory, but 
this battle is a preliminary. The Allies would have 
been very lucky to control Indonesia due to his 
greatly inferior air strength. The only chance he had 
was to roll a night action and sink the Shokaku. If 
this had occurred, the battle could have gone either 
way. Ron complains about his marine being turned 
back in (he Marshalls. This is a minor problem 
because he’d be able to control it on turn six 
anyway. [Yes, but not with the more efficient land- 
based air — ed.J The IJN probably would abandon 
it. The Central and North Pacific go well for the 
U.S., but these are meaningless battles unless they 
also take Hawaii. Hawaii; the big battle of the big 
turn. I will not go into probability computation in 
detail, but in order to shoot down a land-based air 
unit you must roll a six, and even then you only have 
a 50°/o chance of destroying it. With ten shots Ron 
will only get one air unit; very possibly none; very, 
very remotely both. Chris will certainly sink or 
disable at least two carriers on the first round. Ron 
had better shoot down one air unit in the first 
round. In addition to all this, the I-Boat is lurking 
about, ready to nail yet another CV. I don *t like the 
Allied chances at all. The Allied player must open 
with a night battle to dispose of the Hiya. The game 
comes to a sudden conclusion with the demise of the 
American CV’s in Hawaii. The I-Boat getting the 
marine only adds insult to injury. Chris explains in 
his comments why the game is over, so l will not 
comment on this further. 

SUMMARY 

JAPAN: Ron no doubt feels I got away with 
murder—and with some justification (the night ac¬ 
tion in Coral Sea turn 3; taking Guadalcanal turn 4; 
and the crushing victory in Hawaii turn 5). I cannot 
deny that I got sixes when I needed them most, but 
this game was won on turn two when he lost his 
three air units and did not oppose me in the Central 
Pacific. Be this a gift or not, the lesson of my 
narrow escape that turn should not be obscured by 
later events. Turn two was decisive as it left me in 
position to patrol Hawaii, and left him without suf¬ 
ficient air power to defend it. This game was 
unusual from the outset and clearly illustrates that 
in VITP anything can happen on each and every 
turn! Expect the unexpected! 

ALLIES: Hindsight reveals that I made errors in 
the game and I never seemed to win the crucial 
battles. I threw away my carriers on turn four and 
gambled and lost on turn five. All in all it was the 
worst game of VITP I have ever played as the Allies. 

NEUTRAL COMMENTARY: This replay does 
not represent a normal game of VITP. The 
ridiculous luck on turn one threw the game into a 
very strange course from the outset. The Japanese 
stretched themselves very thin on turn two and got 
away with it due to Ron’s generosity. By doing so, 
Ron placed himself under a barrel from which he 
never escaped. War is an unforgiving business, and 
by passing up the best move for the sake of a more 
interesting Replay, Ron paid a heavy, but just, 
price. The critical event of the game occurred on 
turn four when Japan took Guadalcanal. If Ron 
had hit the Marshalls on turn five and won, the 
game would have gone down to the wire. Overall I 
felt Lady Luck was with Ron, but she failed him on 
the super-critical battles. I am surprised Ron kept it 
as close as he did. I thought his timid move on turn 
three would doom him for sure. With just one more 
CV on turn five the Allies might have been able to 
turn the tide. Ron did well in protecting his CV’s on 
turns one through four, except for the slip with the 
Enterprise on turn four. The USN must resist the 
temptation of committing carriers early, unless it’s 


TURNS UN +8P0C +27 TOTAL 
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Hawaiian Islands 


zw-w-m 

22AF-34*-B 
Hlyo-% 2T-f 
PSoaMft* 


Po rf/and* 117-S 
MeftHa-117-S 
Vmcennes-117-S 


iejdngtopl37Vf 
Saratoga*! 37*-T 
^/c:fOfioL/s027‘-S 
Ms s s a ch use ti S-S85*S 
W. Virginia-W'S 
S. Dakota-Skd-S 
N. Mex/co-453-S 
Wa/7cH33-S 
California-m-S 
Tennessee- 453-S 
I Marlnc- 0 «-f j 

A 

M 

Qftiscy- 117 -t M 


Ov Washuigton-SES-S 
/j* Loui$Vilte-Ul-S 
Houslon-117-S 
Pensacola-Wl -S 
M/rmeapo/fs-l 17-S 
Astoria-Ul-f a 


Australia-! 17-S 
OeRuytcr-117-S' 
Cft ester-117-$ 

3 Marine-043-t 


Tone-118-B 


JM0017-T 

Harun a-436*T 

Kir/sMma-43B-T 

Kongo-436-T 

Hiei-436*T 

Haguto-127-T 

Chofca/* !27*T 

MayiH27-T 

MyoAo-127-T 

A(apo-t27-T 

A$frlgafa-127-T/ 


Yokasuka-fltWHfG 

AfcagM4G*-9T 

Raga-!AS‘-9T 

Ryujo-QlS^BT 

Hosho-OU^BT 

Zt/rka*tf-138 J -T 

MLrsssh7*695-T 

Yamalo-fiSS-T 

Nagato- 554-T 

Mufsu*554-T J 

tse-W-T / 


Hlryu-HI’-BT 

Chlkuma-HI-BT 

Suzuya-nfl^BT 


Royal Sovereigtt-443-C 
Prince of Wares-456-C 
Repulse-3 3 6*G 
*flam/J/fes-443*C 
‘He/mes!24 1 >XC 
Htuslrious-QZlt-XV 
Emer-117-G 
Devonshire*! 17-G 
Shropslilre-Tf7-C J 
Dorsetshire-1l7*C M 
Cornwall- 117-G 


RNZAF*24*-B 

tQAF-24 # *B 


Turn 5: Hornet is under repair In Australia. 
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a do or die situation. I've let ad my C V f s sit in port a 
few times just so the I-Boat can't torpedo them, 
Chris sank five USN CV’s in one game against me 
with the I-Boat! if the USN goes into turn five with 
three CV*s and the Victorious he f s done fairiy well. 

If only the Hornet had dodged that last KateI 

{Despite my harsh criticism of both players, I 
should point our thar it is easier to rheorize about a 
perfectly played game, than it is to actually play 
one , Both players displayed a reasonable grasp of 
the game system and looked bad only under the un¬ 
forgiving magnification of a Series Replay 
microscope , The game was interesting, if only to 
prove how many times the American could have 
won it given slightly better dice or a different 
move.} 

☆ 


AH PHILOSOPHY, . . Continued from Page 2 

in ail fairness to the old PENN CON 
organizers they did have to make do with the 
facilities of Widener College after a late change 
of site due to difficulties with the University of 
Delaware, In other areas they fared much better. 
The conduct of tournaments and seminars was 
quite adequately handled with ample facilities 
providing a stark contrast to the terribly crowded 
conditions of the year before. Registration was 
also handled smoothly with little or no conges¬ 
tion in the registration areas. Unfortunately, this 
writer cannot give them unreserved applause 
due to the no-show policy adhered to. This 
year's sponsors had made much ado about their 
no-refund policy to tournament and seminar 
registrants to discourage people from signing up 
in advance for more events than they could par- 
take in, and thus "setting-out" such events to 
late comers. Unfortunately, they did not tell the 
various sponsors of events that they were going 
to keep these no-show funds for themselves, as 
opposed to turning them over to the event spon¬ 
sors as has been the case in ORIGINS past. As 
no-shows at ORIGINS traditionally run from 10 
to 30% of paid registrants, this amounted to a 
considerable sum. Tournament sponsors almost 
invariably lose money hosting such an event, but 
they are glad to do it to provide fields of competi¬ 
tion in their products for their customers. 
However, many of them try to balance the prizes 
they offer to the various winners to approximate 
roughly the entrance fees taken in during the 
tournament. T o ' 'sneak" these funds a way from 
them at the last moment without prior notice is a 
low blow. ORIGINS deserves better. 

Other than that, ORIGINS 80 was a great 
improvement over ORIGINS '79, although still a 
far cry from the highlights of ORIGINS '78. Much 
of this was due strictly to the inadequacies of 
Widener as a site, however, and the organizers 
can scarcely be blamed for the lack of nearby 
motels, restaurants, or sufficient dormitory 
housing. 

Perhaps the most distressing part of 
ORIGINS '80 for those who care about such 
things was the blatant commercialism 
associated with the Charles Roberts Awards this 
year. One company printed ballots with the 
names of its products already fitted in, while 
another blatantly advertised that attendees vote 
a straight company "ticket"- posting signs 
which requested specific voting patterns for that 
company's products. Such blatant attempts at 
ballot box stuffing threaten to destroy all 
credibility of the awards. Perhaps the awards 
committee should consider disciplinary action 
similar to that imposed by the NCAA on errant 
colleges for illegal recruiting techniques on those 
companies which violate rules of good taste. 


The AH tournaments and seminars were 
once again well attended and much good com¬ 
petition was enjoyed by all. The prestigious AH 
500 was once again won by a first-timer as this 
most tortuous competition continued to defy 
repeat winners. For Phil Evans success came 
after five previous tries at the elusive AH 500 
plaque symbolic of the AH boardgaming cham¬ 
pionship, We do not have a complete list of tour¬ 
nament winners due to illegible handwriting and 
lost certificates but, as is our custom, we pay 
homage to those winners we are aware of in the 
following listing. 


EVENT 

WINNER 

ORIGIN 

RAIL BAflON 

HolTetkar 

Rear DE 

RICHTHOFEN'S WAR 

A/idrC-w HcHiYiAft. 

BeiVilalwm, PA 

DONE 

Rnmalct Waimar 

ChQElotva. PA 

wtzard'S quest 

flqnaln W&inw 

Oiillonie. PA 

WIN. PLACE & SHOW 

Bill Ctefliy 

Baltimore, MD 

KINGMAKER 

Frank GardrirJ 

$sr\(fl Maria, CA 

Alfl FORCE 

Sab Jomrs 

PoimaCUire. QyE 

SPEED CIRCUIT 

Andrew Wngbt 

BeltimcuB. MiD 

AH CLASSIC 300 


Aflingron VA 

RUSSIAN CAMPAIGN 

ftobor-! Bpvttiji 

PoeorTvofca, MO 

CRESCENDO OF DOOM 

Bert BaVet 

S Neirtr Sfl-rNn, NY 

FOOTBALL STRATEGY 

Mark Maneek 

MHwaukms. Wl 

WAR AT SEA 

ftiCHarrt BaufiJ 

GerdiinlDwn, MD 

WS&IM 

Mark Haficock 

PlynnouTb, MA 


To many the best news coming out of 
ORIGINS '80 transpired at the annual business 
meeting on Friday evening. There, the newly 
organized Games Manufacturing Association 
comprised of five manufacturers awarded the 
ORIGINS '81 franchise to the PACIFICON spon¬ 
sors who will finally bring ORIGINS to the west 
coast on the July 4th weekend at the Dunfee 
Motel in San Mateo, CA. Aside from questions 
about adequate space, ORIGINS '81 promises 
the most luxurious accommodations for an 
ORIGINS yet, as it marks the first time that the 
national convention has left the friendly confines 
of a college campus and it's attendant inexpen¬ 
sive lodging for that of a luxury hotel, The results 
may dictate the site of ORIGINS for years to 
come. 

The Pacificon group was awarded the 
ORIGINS franchise over a competing bid from 
the Baltimore ORIGINS Committee, which had 
proposed hosting the event at the University of 
Maryland, Baltimore Campus on July 24-26. 
However, the facilities at UMBC were so 
outstanding that the GMA also broke 
precedence by awarding the ORIGINS VIII fran¬ 
chise for 1 982 to the Baltimore group. This ap¬ 
peared to be the best of both worlds and we ap¬ 
plaud the GMA for their decision. Not only does 
the West Coast finally get a crack at ORIGINS, 
but the best facility used to date is guaranteed 
for the following year—when it will be an even 
better site due to additional construction now in 
progress. As a consequence the Baltimore group 
will now host a dry-run for ORIGINS '82 in the 
form of a regional east coast con called ATLAN- 
TICQN to be held next July at the UMBC site. 
This show is expected to take up much of the 
slack created by the absence of ORIGINS from 
the east coast for the first time and should serve 
as a palatable substitute. Avalon Hill has already 
committed itself to attendance and wilt run a full 
slate of its usual activities. In fact, due to the 
proximity of the site to the company and the ad¬ 
ditional expenses incurred in travel to California 
we will probably run more events at ATLAN- 
TICON, including the annual AH-SPl softball 
game, which due to travel restrictions, will have 
to be altered to some sort of All Star game on the 
West Coast, Similar commitments have been 
received from most of the other major com¬ 
panies m the hobby. Anyone interested in aiding 
the Baltimore ORIGINS Committee by sponsor¬ 
ing events, or volunteering their services in any 
way are urged to write: ATLANTICON, INC, 
P.O Box 15405, Baltimore, MD 21220. All 
publications, clubs, or potential exhibitors in¬ 


terested in getting on their mailing list for a series 
of monthly progress reports should address their 
inquiries to the same address. That sums up the 
recent convention goings-on; a mixed bag of 
good and not-so-good news but things are look¬ 
ing up for the future. 

Lastly, lest we forget the most imporant part 
of the weekend's activities, it should be reported 
that the Avalon Hill Swallows emerged still 
undefeated following their third annual softball 
game. Notice I said undefeated. We did not 
win, but we didn't lose. Yes, fans, the immortal 
Swallows and the Gnomes from Gotham en¬ 
gaged in another tie—as the Swallows roared 
back from behind to tie the contest 1 4-14 on the 
strength of coach Wes "WS&1M" Coates' 9th 
Inning homerun. The Swallows appeared to 
have fallen on hard times when they fell behind 
10-1 after just two innings due to their own 
comedy of errors and solid hitting by the SPI 
squad. Fortunately, the Swallows were able to 
chip away at the Gnome lead led by Doug 
Burke's third consecutive five hit, one homer 
performance and solid fielding by venerable left 
fielder Tom Shaw. They say a tie is like kissing 
your sister, but after trailing 10-1, my sister 
looked like Raquel Welch. 

Before bringing this column to a close for 
another month I should mention the efforts of 
the various authors whose efforts brought the 
CRESCENDO OF DOOM special issue to pass. 
The contributions of Sob Medrow who has made 
a habit of winning our annual Editor's Choice 
awards with his SQUAD LEADER analyses goes 
without saying. Not as obvious, but every bit as 
important, are the efforts of other COD 
playtesters Jon Mishcon, Joe and John Suchar, 
Courtney Allen, Steve Spoulos, and Martin 
Anderson. Courtney and his group put much 
work into the design and playtest of the Quick 
Play American paratroops scenarios included in 
this issue as a special insert. Jon and his group 
did yeoman work with the playtest as well as 
providing the play balance modules for the COD 
scenarios which Bob Medrow did not address. 
These latter comments will appear in the 
Sept,-Oct. issue due to a lack of space this time. 
Many SL fans are anxious to get on with the 
American end of things and are chaffing at the 
bit for the American armor specs. We're not 
about to go out on a limb and release the 
American armor stats yet, but these scenarios 
should at least whet your appetite for the GJ.: 
ANVIL OF VICTORY gamette which will follow. 
We introduced these scenarios at this year's 
ORIGINS COD tournament and the response 
there was enthusiastic. We think you'll enjoy 
them. The piece density is low specifically to 
allow you to get a complete handle on the entire 
game system. You'll appreciate the immense 
detail built into the armor system far more as you 
try to get the maximum usage from your single 
armored car in the Niscemi-Blscari Highway than 
you would trying to command a platoon of Pan¬ 
thers across the Russian steppes. 

Lastly, I should direct your attention to page 
48 where you will see that we have finally taken 
a step to answer the pleas of those readers upset 
over their inability to acquire copies of out-of- 
print back issues. We have reprinted Vol. 14, 
No, 5 and 15, No. 6 in black and white only. In 
addition, the word "REPRINT" appears on the 
cover to protect the collector's value of the 
original editions. The lack of color does cause 
some problems in unit identification with some 
of the diagrams, but otherwise the reprints are 
well done and comparable in quality to most of 
the other hobby publications. 

☆ 
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SPEED CIRCUIT 
CAMPAIGN GAME 

Now available for the first time is a collection 
of ten Grand Prix race courses for our popular 
SPEED CIRCUIT game. These courses are 
printed individually in full color using the same 
color scheme which appears in the actual boxed 
game. These tracks are not the same as the ones 
published earlier in ALL STAR REPLA Y or the 
boxed game. They come complete with an instruc¬ 
tion sheet out fi ni ng t he order of play for your own 
Campaign Game Racing Season and background 
on the individual tracks. The actual tracks in¬ 
cluded in the set arc: Grosser Preis von Ostcrreich 
(Zeltweg, Austria); Watkins Glen; Grande 
Premio de Brasil; Grote Prijs Van Nederland; 
Gran Premio de fa Republiea Argentina; Long 
Beach Grand Prix: Gran Premio de Espana; 
Canadian Grand Prix; Grosser Preis von 
Deutschland; and the British Grand Prix. The 
complete set sells for SI 3.00 plus 10% postage and 
handling charges from: The Avalon Hill Game 
Company, 4517 Harford Rd., Baltimore, MD 
21214, Maryland residents please add 5% state 
sales tax. 



AREA TOP 50 




Times 

Previous 

Rank 

Name 

On List 

Rating 

Rank 

I. 

\V' r Dobson 

18 

2511 RIP 

1 

2, 

K. Combs 

16 

2482VNQ 

2 

3. 

R. Chiang 

24 

2I7SGHN 

3 

4* 

D. Cornell 

18 

217SOHK 

4 

5. 

[) Gar butt 

14 

2107EGL 

7 

6, 

T, Oleson 

25 

2104RSZ 1 

5 

7 

D. Burdick 

16 

20S3EDJ 

6 

8. 

F, Freeman 

9 

20I8DEE 

9 

9. 

J, Kreui: 

12 

2001FFK 

11 

E0. 

P. Huffman 

19 

J} 97 SE EG 

12 

It. 

M- Sincavage 

5 

3972CCH 

:' 

12. 

L. Newbury 

IS 

I964EHK 

15 

13. 

D. Barker 

23 

I962GGM 

17 

14, 

P, Siragusa 

9 

I962CEG 

to 

15. 

R, 1 ca.li 

18 

1933GJN 

18 

16. 

F* Prcissle 


1913JKT 

20 

17. 

J , Zajieek 

19 

J865GJP 

21 

18. 

R. Moore 

1 

] 836GEB 

— 

19. 

N. Markevich 

8 

1827CEE 

23 

JO- 

C, Combs 

6 

1822PKD 

22 

21. 

G. Charbonneau 3 

1820CEG 

24 

22. 

B. Sinigaglio 

1 

1817CEE 

— 

23. 

L. Kelly 

9 

1S1IUUZ 

14 

24. 

W. Knapp 

10 

I795JLR 

25 

25, 

R. Kolkick 

I 

17 85 CDF 

— 

26. 

C. Olson 

mgm 

J771GEH 

| BH 11 

27. 

F, Sebastian 

n 

1753FHM 

28 

28. 

E, Miller 

2 

1732GJN 

35 

29. 

S, Martin 

9 

1730EGH 

39 

30. 

D, Greenwood 

17 

I728EEH 

29 

31, 

N. Cromanic 

I 

1725FFM 

— 

32. 

D Wilcox 

5 

1724HJR 

34 

33. 

W. Lelzin 

12 

I720DDG 

30 

34. 

P. Dobson 

14 

L7I8DEF 

31 

35. 

K, Blanch 

18 

1705FGK 

32 

MM 

D. Mun.sdl 

U 

1698FDF 


37. 

R. Hoffman 

2 

1697DGK 

49 

38. 

A. Smith 

I 

I694CBH 

— 

39. 

T. Baruih 

l 

1693 CDF 

— 

40. ■ 

I. LeBoud 

| 4 J 

1692G1G 

48 

41. 

W Scon 

12 

1681GFM 


42, 

T- Slafka 

11 

1681EFK 

37 

43, 

D. McGTarty 

2 

I669CEH 

42 

44, 

D. Tierney 

1 

I660DEJ 

— 

45. 

R. Zajae 

5 

1654EFH 

36 

46. 

A. SIoley 


1653CCH 

— 

47, 

P. Carson 

9 

1650EDE 

40 

48, 

.1. Rarick 

6 

1647CF1 

41 

49, 

B. Thompson 

1 

1642FFI 

— 

50. 

D. Stephens 

1 

L636H1P 

! 



SOURCE OF THE NILE 


Follow the great I9th-ccnsury explorers in their 
search for the source of the Nile. Discover moun¬ 
tains, jungles, deserts and great lakes in the un¬ 
charted heart of the Dark Continent. Meet and deal 
with native tribes—survive animal attack, disease, 
and starvation—overcome superstition, desertion 
and disaster to add your discoveries to the map. 

Source of The Nile is designed to be an 
educating and challenging game in which players 
compete primarily with Nature and with each other. 
Luck Lends to be an element in the game but can be 
overcome by careful play. Because the game situa¬ 
tion is forever changing, there is no single best 
strategy; however, players must weigh risks against 
gains with every decision they make and good 
judgement will pay off. 

The game Is played on a mapboard showing 
Africa from Khartoum to Capetown and Lagos to 
Mombasa* The periphery of this map, showing the 
territory known ca. 1820. is filled in: the center is 
blank. A hexagonal grid is superimposed on the 
map to regulate movement and to delimit territory 
explored. I n the course of play, each player moves a 
token (representing his explorer) from explored 
hexagons onto blank hexagons one at a time; ter¬ 
rain, native tribes and other discoveries within the 
hexagon are then semi-randomly determined, with 
allowance made for previous discoveries in adja¬ 
cent hexagons. The player interacts with the 
discoveries (e T g T , negotiates with new natives For 
guides) and records them on ihe mapboard using 
wax crayons. The mapboard surface is erasable; if 
the explorer dies before returning to Europe to 
publish his discoveries, all hexagons which only he 
has explored will be erased and 41 subsequent ex¬ 
plorers will find that his discoveries were only 
rumors’i.e., when other players explore the 
erased hexagons later they have to generate new 
discoveries there. 

When explorers do return to civilization, 
however, they may publish their discoveries, after 
which they are safe from erasure. Players may also 
emulate real explorers by withholding some of their 
discoveries since they will enjoy some advantages 
when moving through terrain oi dealing with 
natives known only to them. Points are scored lor 
discoveries as they are published and once scored 
will not be lost if the explorer dies or is retired by his 
player. A player may retire his explorer at any time 
and then start a new explorer in Europe. 


Before each trip to Africa, explorers will have to 
raise money to support their expedition. New ex¬ 
plorers with no discoveries to their credit must do 
this by draw ing chance cards for several turns until 
they feel their finances are adequate. Experienced 
explorers can accelerate this process by publishing 
discoveries, which will allow them to draw addi¬ 
tional chance cards. 

As there are over 420 blank hexagons to be ex¬ 
plored, the game as not usually played to the bitter 
end at one sit ting. Instead a reasonable time-limit is 
set, at the end of which all explorers retire and the 
player w ith the most points is the winner. The com¬ 
plete exploration of Africa—and the final deter¬ 
mination of the source of the Nile—can be the result 
of several games, each starting where the last left 
off* After all, the adventure is in the search for the 
source of Lhc Nile, not in the finding of ill 

In this updated version of the original Source Of 
The Nile game published by Discovery Games, 
several new components and rules have been added: 

* A player aid pad which can record not only the current 
composition of an expedition but the amount of provisions 
it can carry; the composition of caches; and the strengths of 
tribes encountered. 

* Special discoveries which are secretly placed on the 
board. Players can now send their expeditions to search for 
Dr. Livingston or King Solomon’s Mines. 

■ A simplified combat procedure which eliminates most of 
ihedice rolling now needed without changing the probabili¬ 
ty of results. 

* Easy access to charts and tables now located on the map- 
board or the player aid pad. 

* An expanded set of 108 cards which includes more 
disasters and donations. The mapping of un known areas of 
Africa can now r be accomplished quickly and easily by 
checking the result on the cards rather than by rolling dice. 

Each game contains: 

* A full color erasable mounted mapboard of Africa. 

* One sheet of playing counters. 

* A pack of 100 Event cards containing disasters, 
discoveries and donations. 

* A player aid pad for maintaining the expeditions. 

* One instruction folder 

* Four dice 

0 Three crayons 

SOURCE OF THE NILE is available for S15 
plus 10% postage and handling charges from The 
Avalon Hill Game Company, 4517 Harford Rd,, 
Baltimore, MD 21214. Maryland residents please 
add 5% stale sales tax. 


•sovffce or 
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THE LONGEST DAY 

The Assault, Build-up and Breakout from Normandy, June-August 1944 


The immense game package of THE LONG¬ 
EST DA Y includes five scenarios covering different 
phases of the campaign, along with a massive Cam¬ 
paign Game (87 turns in length and encompassing 
the entire struggle for Normandy!), plus many 
fascinating game variations which allow players to 
investigate alternative historical outcomes. 


JUNE 6, 1944; The coast of German-occupied 
Normandy shakes with the pounding of thousands 
of tons of bombs and naval gun projectiles. Five 
thousand Allied ships unload a quarter of a million 
soldiers onto Kilter's vaunted “Atlantic Wall" 1 ! 
Now r you can command each and every unit that 
fought on both sides of this most crucial of all 
battles in Western Europe. 


Scenarios include; Normandy Beachhead (June 
6-June 8}* w-hich presents the critical landing and 
first few days of the campaign—the period when 
German Field Marshal Erwin Rommel was con¬ 
vinced that the Allies would be at [heir weakest and 
susceptible to a smashing counterattack at water's 
edge. The Fad of Cherbourg (June 19-June27) pits 
American forces against time and the Germans, in a 
race to capture the vita] port of Cherbourg before 
its defenders reduce it to a useless pile of rubble. 
Operation Cobra (July 25-July 31) portrays the 
powerful American offensive that shook the Allies 
free of the Normandy bocage, and provides a uni¬ 
que challenge to the German player's ability to sur¬ 
vive against overwhelming odds, Mortam (August 
6-August 8) depicts the last German panzer offen¬ 
sive in France. The Falaise Pocket (August 
17-August 21) demonstrates the ignominy of the 
German collapse in France. Finally, the Campaign 
Game (June 6-Augusl 31) covers the entire period, 
from the initial landings until the final breakout 
from Normandy, 

EACH GAME INCLUDES: 

* Huge seven-section 55" x 44" full-color mounted map- 
board of [he cnlire Normandy campaign area, detailing 
over 2,000 towns and cities, as well as all major and minor 
road systems, ports, railroads, and the historically correct 
starting position for every German combat unit (down to 
company and battery level!) in Normandy on June 6, 1944, 
based on actual German situation maps for ihat date. 

* Over 1500 two-sided counters representing every l ighting 
formation present in the Normandy campaign, with the 
standard counter one battalion of German or Allied 
troops. Additional counters represent Allied air and naval 
forces, German railroad guns and rail repair units. Mulber¬ 
ries, troop trains, fortifications, and much more. Based 
upon the WWJI German unit LD. system, THE 
LONGEST DA Y’s counters yield a tremendous amount of 
historical information, as well as concise and easy-to-read 
game information. A typical artillery counter, for example* 
w ould show the size of the unit (brigade group, battalion or 
battery), its method of transportation (horse, wheel, half¬ 
track, Full-track or railroad), the number of guns in the 
unit, the types of guns, their caliber, and their model 
number and nationality of origin, where appropriate. Yet 
with all this, the counters are designed so that the historical 
information is visually suppressed while the game, informa¬ 
tion is highlighted. 

* 48-page rules booklet containing complete relatively sim¬ 
ple rules of play (this is definitely the easiest to play of any 
or the so-called monster games on the market, and requires 
no paperwork or mental gyrations). Booklet also includes 
completely indexed rules, optional and f, what-if n rules, 
historical commentary, voluminous designer's notes, an¬ 
notated bibliography, and much more. 


• Three massive, triple-paneled Player Aid Cards, each 
measuring 36 " * 14 \ These charts present complete orders 
of battle for both sides, as well as order of appearance and 
scenario setup maps, German Strategic Movement (for off- 
board reinforcements in metropolitan France, as well as 
Allied Strategic Bombing of those units), supply and 
replacement schedules, and whole range of 1 'systems T \ in¬ 
cluding: Allied Assault Landing Schedule, Allied Naval 
Gunfire Display, Allied Airborne Drift and Dispersal 
Tables, Naval and Coastal Artillery Bombardment Tables, 
Weather Cycle Table* Port and Mulberry Logistics Tables, 
Turn Record Track, Allied Aircraft Deployment, Railroad 
Bombardment Tables, and others. Each card contains the 
complete setup for a scenario (with map and orders of 
battle) on one side, and campaign charts and tables on the 
reverse. 


* Special discount coupon for counter trays for those 1500 

counters. 


THE LONGEST DA Y is available from The 
Avalon Hill Game Company* 4517 Harford Rd., 
Baltimore, MD 21214 for $65.00 plus postage 
and handling charges. Maryland residents please 
add 5% state sales tax. 
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GenEtcmen, 

In responc to Vcrn Paxon'£ 14 Blood and Guts 
Starship Troopers" (VoL 16, No. 5), there are a 
few comments l would like to make. Mr. Paxon 
seems overly fond of Scale I demo* because of the 
automatic elimination and radiation areas they 
create. Vet one of his main objectives in demo 
placement is to create protected breaches. 1 am 
forced to point out that HE (High Explosive) 
demos will accomplish this objective just as easily 
and you can have twice as many. It would be an 
unlikely coincidence to have an M,I. (Mobile In¬ 
fantry) on the demo hex when it is blown to col¬ 
lapse the tunnel, so the extra demo point you 
spend on the Scale 1 Is wasted. Similarly, if your 
objective is to collapse the tunnel on M.I. using 
tunnel movement, the HE is again the demo of 
choice. A Scale 1 would kilt the M.L, whereas HE 
would most likely cause damage only and trap 
him under tons of debris where fie will be worth 
three times the KlA points as it is unlikely that he 
an be retrieved. 

In his discussion of Scouts,, Paxon misses two 
of their most important uses. Scouts are easily the 
best choice for evacuating WlA units since they 
arc fast and otherwise almost useless in combat. 
Scouts are also fast and cheap units to send 
underground for reconnaissance. Personally, 
apart from an occasional HNG, 1 never give 
Scouts SW&E. They at ways draw fire since in 
most Scenarios they are worth the same victory 
points as the other M.l. and arc far easier to kill. 

Paxon mentions that there are usually six 
C.E..S (Combat Engineers) to five HWBs (Heavy 
Weapon Beams), This is true only if you forget the 
fact that there are usually two hives. The hives can 
be designed to be mutually supporting thus giving 
six or seven HWBs for the six C.E.s. This is fre¬ 
quently enough to completely eliminate the C.E.s 
and guarantee an Arachnid victory. Swapping 
demos between C.E.s is indeed a useful way for 
them to rearm, but it is just too time consuming to 
be of much value. If, for example, a C.E. suffers a 
HVY result during the Arachnid segment of Turn 
5 t he will not be able to begin demo emplacement 
again until Turn 11, This is true unless you allow 
the C.E.s to exchange demos while still Loaded in 
their respective air cars which does not make 
sense. The C.E.s are also extremely vulnerable 
during the exchange when there will be two of 
them (and usually two air cars) in the same hex. 
This is a perfect target for a HWB. 

Paxon next mentions something he calls 
“Guaranteed Bug Safety." I take great exception 
to this as it has been my experience that any Bug 
emerging onto the surface is as good as dead. 
They should be brought up only for a completely 
irresistible target. These targets are usually 
limited to the S.T, (Special Talent) and the C.E.s 
and definitely does not include a lone M.L The 
problem of Bug survival is compounded beyond 
all reason if they actually leave the breach for the 
attack. This is foolhardy. I can think of numerous 
ways to eliminate the Bugs and prevent the cap¬ 
ture of the W| A M.l. in the exam pie that he gives. 
Which to choose will depend on your tactical 
situation at the time (c.g,, SW&E available and in 
range). 

The easiest thing to do is to assault all the 
Bugs in the stack (as he suggests) with enough 
units to ensure disruption of each. Of course this 
could be a sucker play to draw your M.L into a 
demo hex (used it myself, works great, although it 
is a hell of a waste of a good HWB), Your STmap 
may be of some help here. Never, never , never 
leave any of the M.L on the stack after close 
combat—why he suggests this L just cannot im¬ 
agine. 

Assuming you do not ha\e enough M-L 
around for close combat on all the Bugs, the next 
simplest approach would be to drop a HNG 
(Heavy Nerve Gas) down the breach which would 
prevent the Bugs from re-entering the tunnel and 
capturing the WlA M.L 

Instead of the "Nuc Overkill Shockwave 
Gambit" (it does work, but what a waste of nucs) 
a smarter approach would be to nuc the breach 
hex. Even if this does not kill the WlA M L it 
creates a rad area through which he cannot pass 
alive and so cannot be captured. It also gives you 
free l-J attacks on all the Bugs when they attempt 
to re-enter the tunnel. 

Suppose the M.L is only stunned or damaged 
during the initial attack. Disrupt the HWB by 
close assault and move a couple of M.l. into the 
breach- When they enter the tunnel next turn it 
will prevent the Bugs from returning to the brain 
cell after they re-enter the breach with the cap¬ 
tured WlA M.L. since they will first have to 
eliminate the M.L in the breach tunnel hex. J 
know what you are thinking—-why not use the 
other Warriors in the brain cell to dear the path? 


Letters to the Editor ... 


Remember that most of the Warrior strength is 
already on the surface. A few 2-Is are all the Bug 
wit] get even if he does attack which will give you a 
33% chance of keeping a functional unit to block 
the tunnel. A HNG dropped into the breach while 
all this is going on will ensure elimination of all the 
Bugs and save the WlA M.L 

This guaranteed Bug safety thing is a farce, 
especially if you leave the breach. As Paxon 
himself states "a trigger-happy Bug player is a 
short-lived Bug player.” 

As an alternative to what Paxon says about 
Landing Boats, let me suggest the following. The 
landing beacon should set down in Turn l as close 
to the center qf the board as possible. Use hex V17 
as an aiming point and the beacon will scatter ran¬ 
domly but still be near the center. The Landing 
Boat sets dow n on Tu rn 2 and i n spit e of whai you 
might think there is only about a 3% chance of 
landing on an automatic elimination hex (if you 
do. congratulate your opponent for a game well 
played and continue). On Turn 3, function the ST 
from the LB hex. Using Faxon's method the 
soonest you could function the ST is Turn 4 
(despite what he says) since you waste a turn mov¬ 
ing the ST by air car from the LB hex. The impor- 
tant thing is time, the Terran does not have 
enough of it and cannot afford to waste that turn. 
Your opponent will of course get wise to this 
strategy. You can vary the target hex for the land¬ 
ing beacon but you will still keep it near the center 
(somewhere along (he 13-23 rows as the hives are 
most often located East and West). If for some 
reason your ST survives his initial functioning, 
use him again immediately. In this event you will 
not have to use extrapolation at ail, you will 
know. Keeping the ST safe until later to draw fire 
as Paxon suggests is extremely poor play. 

G, Scott Roherston 
Westminster. CA 

***** 

Dear Mr, Greenwood: 

1 waited impatiently for COD, as J was anx¬ 
ious to take advantage of the British order of 
battle, and construct my own scenarios to depict 
the 1st airborne’s stand at Arnheim in Sept. 
1944. But when I examined the game, and read 
the rules 1 discovered your rules do not include 
British PlATs. What happened? Will these anti¬ 
tank weapons be included in G.I.: Anvil of Vic¬ 
tory* Also I noticed the gamette did not include 
any modified American made tanks or tank- 
destroyers. Will these vehicles be included in 
G-I-- Anvil of Victory ? If PlATs are 10 be in¬ 
cluded in the next gamette perhaps you have 
developed the rules for PlATs, if so would it be 
possible for you to inform me of their To Hit 
numbers? That way 1 could develop my own 
rules for this AT weapon. 

Chris Dawson 
Morristown, NJ 

There is a limit to just how many counters 
you can stuff in a box? The PtA T counters and 
rules were not included because the weapon was 
not used in the years covered by COD and there 
was a very real shortage of half-inch counters- it 
wifi be introduced in the next gamette along with 
special scenarios pertaining to it. Similarly, as 
(he introduction to (he British armor section 
slates all British armor which was actually 
manufactured in the United States such as the 
Firefly will be included in G.L We will not offer 
this information piecemeal before we have com¬ 
pleted testing as it would lead to confusion and 
constant requests for 'future 1 ' information on 
the series. When testing is completed, this data 
and the appropriate counters will be made 
avtuiabfe in due course. 

Dear Don: 

The initial Russian set-up suggested by my 
letter (Vol, 16, #5) is incorrect. One of the 2-5s in 
the Kiev district starts at $27, not U2? as printed. 
The U27 placement permits a 7-1 + StukaAVon 
the 5-3 in l.wow and subsequent envelopment of 
the heavy Kiev group. The S27 placement 
precludes this. 

Also, i usually play risk-averse in the Baltic, 
with the 5-3 at Gi? and the 6-3 at Hl9- 
Mark Brazas 

San Francisco. California 


Dear Don, 

Gratified as 1 was to sec in Vol. 16. No, 5 such 
an extensive and specific discussion of tactics in 
my favorite wargamc, THE RUSSIAN CAM' 
PAIGN , as provided by Mr. Jameson's article, 
"Tactical Alternatives in 1914," I must yet point 
out several shortcomings in Jameson's tactics. 

First, he fails to seethe necessity of setting up 
a unit on FI9 to prevent the Germans from 
retreating forward past the defenders on H2Q, or 
from moving a HQ unit to hex Dt 0 on second im¬ 
pulse (which would put Leningrad in stuka range 
on the next turn). J.R . Jarvinen's “ Vjipuri 11 setup 
had the same failing in the Baltic, I recommend 
this setup: 11 inf, I arm on H2D, 7 arm on FI9. 8 
inf on Hi 9. Note that in this setup, the 8 inf forms 
a connected Line of ZOC’s with the Riga garrison 
and the unit(s) on K2U. insuring that German 
second impulse penetration will not be deep. 

Second, his method for preventing what he 
calls the “Kaunas stampede" (1 call it the 
’ 4 superb!hz" because it can occur in other places 
besides Kaunas, and It is a super tactic for the Ger¬ 
mans to use anytime (hey can), while adequate in 
standard games, will not prevent German AGN & 
AGS armor from pouring through an AV’d cor¬ 
ridor at Kaunas if the Mediterranean Distraction 
variant is being played, which adds the four com¬ 
bat factors of the Flcigerkorps (German 
paratroops) to the fray. Some gamers (myself in¬ 
cluded) like to play a homemade variant in which 
it is arbitrarily assumed that the Fkigcrkorps is 
used against Russia instead of Crete without in¬ 
voking the whole Mediterranean Distraction. The 
following setup in the Western Military District 
will prevent the superblitz even when the 
Fleigerkorps is in the game: 3 cav on J22, 3 inf on 
J21, 10 inf on K20.5 arm on L23, S arm on L22,6 
cav on M21 .4 inf on 023. This works because in 
order to AV the 10 inf, units must be placed on 
hex K2l, which Is in the ZGC of the 8 arm on L22 
necessitating a soak-off against the B arm. Even 
with the Flcigerkorps added, AGC has only one 
combat factor to spare after AVing the Kaunas 
corridor, and there are no units in AGC except for 
the HQ (which cannot move on 1st imputse) which 
have only one combat factor. Since the soak-off 
cannot be made, the final A V attack against the 10 
inf cannot be made. 

Third, he fails to accomplish his purpose 
with his Odessa and Kiev District setups, making 
it possible for AGS armor to move to W26 on first 
impulse to attack the Russian unit on V26 white 
Rumanian units are disposing of the Russian 9 inf 
on Y25, and then on second impulse the AGS ar¬ 
mor can move to X24 where it blocks the rail from 
Lwow and can attack t he Russian 1 2 inf on W24 at 
3:1 odds £4:1 with aid from thc49 mt), or at volun¬ 
tarily reduced odds of hi so the German armor 
can be retreated forward to W22, X22, Y22, cut¬ 
ting off the Kiev District units from supply or at 
least blocking all the Kiev District rail tines. Clear¬ 
ly. the 4 cav and 12 arm should be set up on Y23 
and Y24 respectively, the way Jarvinen had them 
in his "Viipuri 11 setup. Even if the 4 cav is AV’d, 
the 12 arm still can only be attacked by Rumanian 
units on first impulse, and only two factors are 
left over from AVing the 4 cav. Thus the German 
AGS uniis are limited to X25 and W25 from 
which to attack the 12 inf on second impulse. 
Also, the 9 inf should be set up on BB25—not 
AA25, where it can be surrounded. Placing the 9 
inf on BB25 will also prevent AGS armor from 
moving to CC25 on first impulse, giving them fur¬ 
ther to go to get to the Bug River, and forcing 
them to start from AA26 instead. When the AGS 
armor start from AA26, they can only break the 
Bug River at one point (AA22), whereas if they 
are allowed to start their second impulse move¬ 
ment from CC25, they can break the Bug River at 
three points (AA22, BB22, CC22). There is, of 
course, no advantage to the defender in being 
behind rivers on AA25 during the first turn of the 
game- 

while l cannot claim my setup in the Kiev 
Military District is definitive, this seems to be the 
best I have found to date: 5 inf on R25, 6 inf on 
R24, 4 arm on T27, 3 arm on V27, 5 cav on V25, 
11 arm on U26, 26 inf on W25, 12 inf on W24. 
This will keep the Germans out of the mountains 
southeast of Lwow at least on first impulse, so 
they cannot get beyond the mountains on second 
impulse, while leaving fewer units exposed to the 
onslaught out in the open. It also strengthens the 
seam between the Kiev and Odessa districts, to the 
point where few German commanders would care 
to attack there. 


Fourth, I must protest indignantly the very 
idea of sending HQ units streaking out beyond the 
front line troops to complete the encirclements of 
Russian defenders, especially early in the game. 
Besides the fact that this is unrealistic, risking the 
immensely valuable HQ units early in the game is 
to say the least, zany! 

Ron Lambert 
Troy, Ml 

***** 

Gentlemen: 

Regarding my article "Tactical Alternatives 
in 1941“ appearing in Vol, 16, No. 5 of THE 
GENERAL, the following corrections arc offered 
to the diagrams that appeared with that article. 
The 3rd inf was left out of figure W-9. It should be 
in hex M21. The 5:1 attack against it in that figure 
is impossible with the pieces shown. Hex L22 
should contain the 7th. 43rd and 81h infi K22 the 
57th panzer, 6th inf and 12th infi and M22 the 
47th, 46th and 39th panzers. The 26th inf is in $25 
in figure K-3 and hex R26 in figures K-4, K-6, and 
K-7, 

David Jameson 
Glcnelg, MD 

***** 

Dear Editor. 

1 would like to point out some errors in the 
illustrations of my Blood ’M Guts Starship 
Troopers article in Vol. 16, No. 5. 

In figure 2, the Sample Bug Hive is missing a 
three hex secondary tunnel segment off of brain 
C’s primary. It should be running Up between the 
two HE demos which in the present illustration 
are not adjacent to a tunnel, contrary to the rules. 
Also, an HE demo should be adjacent to Brain 
D's primary, two hexes from the complex. Finally, 
a scale six demo should be two hexes west of the 
queen cell . 

Ln figure 4, the troopers should be shown fir¬ 
ing into a Rad hex, not a breach hex, northeast of 
the bugs. The breach should be at point A. 

In figure 5, only the hexes adjacent to and 
underneath the nuke demo on the linear hive 
should be denoted as being destroyed upon 
detonation of the demo, 

Vern Paxson 
Orinda, CA 

***** 

Dear Editor, 

This is 0 letter of appreciation For (he diligent 
work that has produced such a consistent, high 
quality product. L have been extremely pleased 
with the subject matter and the Formal that has 
presented it over the past years that I have read 
your magazine. Hence the reason for distress 
when I read moronic complaints from people that 
seek to use the magazine as a springboard for their 
own ego instead of using H to benefit the readers. 

The situation in mind occurred in Vol. 16, 
No. 5 with some distraught reader expressing his 
dislike of SF articles and his feelings towards the 
removal of military Oriented subject matter to 
make room for said articles-1 must agree that I do 
not enjoy SF games enough to warrant reading 
these articles, but by the same token 1 think that 
one has only to visit the nearest local hobby shop 
dealing in games that make up this hobby and it 
will be apparent that the number of SF games is 
constantly increasing in shelf space and total 
sales. Let’s face it. good intentions don’t pay the 
bills. Consequently, there is going to be an in¬ 
crease in the influence of SF material on the 
market and thereby the reader. If the demand is 
too great, then new magazines will appear to 
relieve that demand. If not, then they cannot take 
up that much space that they warrant static from 
these mental midgets who worry about such 
nonsense. Surely you can come with some better 
letters than this to print. Please spare us the rotten 
letters. You would not print an article that stupid. 
Show the same consideration with the letters 
page, save them for the dart board. 

Larry Ludwig 
Lubbock, TX 

As I 've explained previously, l print negative 
tetters because / like to use the Letters Page to 
answer questions of the readership. If one reader 
cares that much about a gripe to write us a Idler, 
the chances are that (here are other readers who 
fee! the same way. By answering them in print, 
hopefully I can explain why conditions prevail 
and soothe afe w raffled feathers. My apologies to 
the rest of the readership if I’ve been emphasizing 
(he negative too much, but I try to give ait points 
of view their chance to be aired in print. 
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CRESCENDO OF DOOM 

5.74 <& 48 Can a crew which cnicrs a hex contain¬ 
ing an abandoned AT Gun or ATR during the 
Movement Phase fire that gun in the Advancing 
Fire Phase? 

A. Yes. but case D would apply. 

8.5 + 106.51 Could two units in the same hex 
defensive firing into a bypass hex split their fire 
into two separate attacks—one at the hex center 
and the other at the hex juncture? 

A. No. 

12.22 If a leader fails a MC causing another leader 
in the same hex to take a second MC, does the first 
leader have to take a second MC also due to the 
failure of cither of the second leader’s MC’s? 

A. Yes 

14.2 If there are two leaders in a hex may they 
both try to rally the same broken squad? 

A. No—a unit may attempt to rally only once per 
Rally Phase. 

22.1 I f a flamethrower is picked up and fired dur¬ 
ing the Advance Phase by an engineer that has 
moved into the hex during the just finished Move¬ 
ment Phase, is the flamethrower fired at full or 
half strength? 

A. Half—provided the squad was not carrying 4 
or more portage points at the time (5.74). 

23.3 Can infantry debark a transporting vehicle 
into an adjacent hex and place a demo charge in a 
hex adjacent to his present hex during that Move¬ 
ment Phase? 

A. Yes 

24. Docs smoke in a first level building hex affect 
the higher levels and vice/versa? 

A Yes 


24.3 & 31.5 Can a passenger ever place smoke? 
A No 

25.3 May a unit already under a concealment 
counter “grow" another one? 

A. No 

25.3 Can units in bunkers grow conccalmen' 
counters? 

A. No. 

34.2 Does a direct fire hit by any piece of ordnance 
against multiple infantry units in the same hex af¬ 
fect all of those units equally? 

A. Not necessarily. Beside the obvious cases of 
different terrain modifiers which could apply to 
the 1FT for such things as infantry in and outside 
of entrenchments, there are circumstances under 
which some units in the same hex would not even 
be hit and therefore not have to roll on the IFT at 
all. For example, a TO HIT roll might suffice to 
hit an acquired target but. due to different TO 
HIT modifiers might miss a moving or concealed 
target. In such a case only the unit which is hit 
must undergo an effects roll on the IFT. 

45.2 When rolling for British off-board artillery 
does a “80 + ” result count as 84MM (12 factors) 
or 88MM (16 factors)? 

A. 88MM 

46.12 If radio contact is established, but the 
original requesting leader breaks or moves away 
can another leader use the same radio without 
reestablishing radio contact? 


A. Yes, providing the other leader was in the same 
hex before the first leader broke or moved away. 

53.4 + 73.4 Can a unit use double lime movement 
to leave wire? 

A. It not only can, it must do so if it wishes to 
leave a wire hex and doesn't have enough MFs re¬ 
maining to do so. 

63.22 + 64.7 If a gun tries to fire smoke on a hex 
containing friendly units but exceeds its smoke 
depletion number, can it opt for a “no effect” 
result as opposed to using HE or AP ammuni¬ 
tion? 

A. Yes. and it would not count as a Fire Mission. 

63.24 & 63.31 Do indirect-firing mortars which 
happen to have a LOS to their target use SR/FFE 
counters? 

A. No—although such weapons use "indirect 
fire” trajectory, their attacks are still resolved as 
direct fire using thcTOHIT table for each "shot" 
of the direct fire rate of fire. Misses arc ignored. 

63.39 & 68.2 How do you resolve a Critical Hit by 
a mortar on an AFV? 

A. Use the IFT with both the Critical Hit and 
46.54 DRMs vs rear armor. 

64.44 What happens if an already immobilized 
tank with a CE leader receives a K1A on the IFT? 
A. After the stun effects wear off the crew must 
abandon the vehicle as per 39.2. 


64.123 Errata: Delete the 2nd & 3rd sentence, 
substitute: If both the turret and vehicular 
covered arcs are changed in relation to each other 
during the Movement Phase both Case A and B 
would apply in the following Advancing Fire 
Phase. 

76.6 Does an armor leader's modifier apply to: 
the main armament if buttoned up, and close 
combat order of attack and resolution? 

\. i a 

78.2 Assume two squads in the initial placement 
hex with a MMG and one of them breaks. Is the 
bore sighting advantage still lost? 

A. Yes, barring use of rules indicating possession 
of support weapons within a hex (sec 5.7 on pg. 
67). 

81 + 102 Does a burning forest-road hex prevent 
units from moving into the hex along the road in 
that hex? 

A. Yes, fire in an obstacle would also prevent 
bypass movement in that hex. 

89.1 Does a leader receive Elan points for direct¬ 
ing a unit which captures an enemy squad? 

A. Yes—it receives double the normal allotment 
it normally receives for eliminating an yiemy 
squad (6 for Close Combat captures, 2 for Rout 
Phase captures). 

89.6 Errata—Change to read: The minimum 
guard for prisoners is one infantry counter per 
hex. If the prisoners consist of two or more squads 
the guarding unit must be a crew or squad 
counter. 



READER BUYER'S GUIDE 

TITLE CRESCENDO OF DOOM $15.00 

SI B.JECT Tactical Gamette Addition to Squad Leader 
featuring British, French & Neutral TO&Es. 


CRESCENDO OF DOOM was the 48th game 
to undergo analysis in the RBG and, not unex¬ 
pectedly. soared to the top of the chart with a 
2.04 cumulative rating. It should be stated at the 
outset, however, that this apparently 
phenomenal showing, like that of CROSS OF 
IRON before it. was achieved with a biased test 
group. The very nature of the SQUAD LEADER 
gamettes, requiring that players first have 
SQUAD LEADER and the preceding gamettes 
before purchasing the latest addition to the 
series, ensures that the gamettes will be rated by a 
group which is favorably impressed with the 
game system before they even see the gamette 
Those who didn’t like the SL game system are 
obviously not going to buy the gamettes and thus 
many of the negative votes which would normal¬ 
ly be registered by the inevitable percentage of 
(hose misguided souls purchasing a new game 
system for the first time arc never cast. 

Even so, there can be little doubt that the 
average SL enthusiast was anything butdelightcd 
with COD. The game posted all time record 
scores in four categories (including an almost 
unbelievable 1.36 Realism rating), while manag- 
ing a second-best score in a fifth. In fact, the 


game rated in the top third of all categories save 
Ease of Understanding where the now 108 page 
combined "rulcbook” of the entire game system 
is starting to take its toll. However, our SL en¬ 
thusiasts apparently understood it enough to rate 
it the most “exciting” of AH games—a 
characteristic rarely associated with over¬ 
complicated games. 

Like all scenario format games, the playing 
time will vary (from 1 'A to 6 hours) depending 
on the scenario in play and the familiarity of the 
players with the system. 


1. Phxsical Qualil) 1.93 

2. Mapboard 1.64 

3. C omponenls.2.33 

4. Ease of l riders la tiding 3.20 

5. ( ompleteness of Rules . . . 2.31 

6. Pla> Balance.2.18 

7. Realism.1.36 

8. Excitement Level.1.56 

9. Overall Value 1.82 

10. (iame Length 3 hr., 15 min. 


AVALON HILL RBG RATING CHART 


The games are ranked by their cumulative scores which is an average of the 9 categories for each 
game While it may be fairly argued that each category should not weigh equally against the others, 
we use it only as a generalization of overall rank By breaking down a game's ratings into individual 
categories the gamer is able to discern for himself where the game is strong or weak in the qualities 
he values the most Readers are reminded that the Game Length category is measured in multiples of 
ten minutes and that a rating of 18 would equal 3 hours 
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1 CRESCENDO OF DOOM 

2.04 

1.93 

1 64 

2.33 

3.20 

2 31 

2 18 

1.36 

1.56 

1.82 

19.5 

2 CROSS OF IRON 

2 17 

2.09 

2 04 

1 88 

3.37 

2 52 

244 

1.60 

1 69 

1.94 

20.5 

3. RUSSIAN CAMPAIGN 

2,24 

1.98 

1 85 2.02 

2.24 

3.07 

2.78 

2.41 

1,78 

2.07 

28.5 

4. SQUAD LEADER 

2.25 

1.97 

1.85 

1.82 

3.58 

2.94 

2.36 

2.02 

1 82 

1.92 

13.6 

5. W.S. & I.M. 

2.34 

2.40 

3.07 

2.38 

2.88 

2.39 

2.07 

1.85 

1.88 

2.10 

9.2 

6. ANZIO 

2.36 

2.1 1 

1 74 

i 94 

3.74 

7 88 

2 62 

2 00 

2.09 

2.15 

21.7 

7 BISMARCK 

2.37 

2.16 

3.00 

1.69 

2.97 

2.63 

2 72 

1.84 

2.09 

2 31 

18 8 

8. WAR AND PEACE 

2.43 

2.37 

2.32 

2.54 

2.34 

2.56 

2 61 

2.54 

2.29 

2.32 17.0 

9.PANZER LEADER 

2.50 

2.41 

2 17 

2.34 3.65 2.60 

2.67 

2.19 

2.34 

2.20 

13 1 

10 RICHTHOFEN'S 

2.52 

2.28 

2 62 

2.12 

2.63 

2.94 

2.60 

2 66 

2.39 

2.45 

6.0 

11. CAESAR-ALESIA 

2.53 

2.92 

2.71 

2 78 

1.71 

1.85 

3 36 

2.64 

2.71 

2.07 

27.9 

12.1776 

2.56 

2.16 

1.76 

2.45 

3.27 

2 62 

3.08 

2 72 2 63 2.36 33 4 

13. 3rd REICH 

2 57 

2.12 

2.47 

2.34 

4.15 

3 22 

2.59 

2.24 

1.95 

2.05 

34.9 

14 PANZERBLITZ 

2 58 

2.00 

3.00 

2.03 

4.03 

3.00 

3.06 

2.05 

2.07 

2 05 

14.0 

15 KINGMAKER 

2.60 

2.26 

2.84 

2.34 

2.83 3 07 

1.86 

3.65 

2,14 

2.41 

20.2::i 

16. DIPLOMACY 

2.60 

2.35 

2.26 

3.13 

1.87 

2 39 

2.09 

4 57 

2 30 

2.43 

32.6 

17. CAESAR S LEGIONS 

2.64 

2.32 

2.36 

2.31 

2.14 

2.23 

3.73 

3.05 

2.86 

2 73 

13.5 

18 SUBMARINE 

2 65 

2.58 

3.48 

2 42 

2.90 

2.87 

2.55 

2.38 

2.22 

2.47 

12.1 

19. STARSHIP TROOPERS 

2.67 

2.27 

3.11 

2.07 

2.43 

2.70 

3 57 

3.39 

2.20 

2 32 

17.3 

20. ARAB ISRAELI WARS 

2.68 

2.34 

3.03 

1.86 

3.31 

2.70 

3 57 

2.31 

2.51 

2 52 

13.5 

21. CHANCELLORSVILLE 

2.68 

2.62 

2.57 

2.45 

2.26 

2.52 

3.43 

3.07 

2.55 

2.64 

18.8 

22. VICTORY-PACIFIC 

2 70 

2 47 

2 36 

1.85 

2.21 

2 79 

3 38 

3.91 

1 94 

2 53 

18.0 

23. DUNE 

2.76 

2 45 

2.40 

3.00 

1.98 

2.43 

2 75 

4 20 

2.80 

2 83 

11.9 

24 NAPOLEON 

2.77 

2.04 

2.96 

2.03 

2.25 

2 86 

3.25 

18 

2 46 

2 89 

9.1 

25. FRANCE 1940 

2 82 

1 75 

2.05 

1.85 

3.30 

3.25 

4 05 

3.00 

3.40 

2 75 

16.0 

26 JUTLAND 

2.83 

2.84 


2.39 

3.27 

3.06 

3.24 

2.53 

2.61 

2 67 

29.7 

27. RAIL BARON 

2.87 

2.98 

2.82 

3.45 

2.07 

2.29 

2.05 

4.69 

2.78 

2.68 

21.6 

28. LUFTWAFFE 

2.87 

2.41 

2.91 

2.04 

2.86 

3.02 

3 73 

3.41 

2.82 

2 64 

24.2 

29. MIDWAY 

2.88 

2.75 

3.12 

2.56 

2.78 

2.90 

3.66 

3.08 

2.37 

2.73 

15.7 

30. AFRIKA KORPS 

2.90 

3.04 

3 10 

2.92 

2.12 

2.29 

3.39 

3.57 

2 91 



31 ALEXANDER 

2 93 

2.99 

3.21 

3 19 

2.55 

2 98 

3.43 

2 76 

2.43 

2 86 

12.7 

32 ORIGINS OF WW II 

2.98 

2 69 

2 58 

2.80 

2.00 

2 22 

4 00 

4.06 

3.11 

3 40 

9.6 

33. CRETE - MALTA 

3 04 2.80 3.10 3.00 

3.03 

3.05 

3.43 

3.18 

2.76 

3.05 

18.8 

34 GETTYSBURG '77 

3 04 

2.52 

2.48 

2.50 

4 32 

3.79 

3.07 

2.46 

3.02 

3.21 

27 6 

35. D DAY '77 

3.07 

3.72 

4.54 

3.69 

2.19 

1.94 

3.00 

3.19 

2.94 

2.44 

20.2 

36. BLITZKRIEG 

3.09 

3.39 

3.28 

3 30 

3.14 

2.89 

2.25 

3,67 2.81 3.05 

2.4*0 „ 

37. TOBRUK 

3 10 

2.85 

4 68 

2.13 

4 32 

2.77 

3.06 

2 11 

3.00 

2.96 

21.6 

38. WATERLOO 

3.18 

3.29 

3.27 

3 11 

2.01 

3.11 

3 27 

4 32 

3.21 

3.01 

16 2 

39 WAR AT SEA 

3,21 

3.18 

3 96 

2 74 

1.74 

£.35 

3.73 

5.12 

2.93 3.15 

6.9 

40.BULGE 

3.21 

2.93 

2.80 

3 31 

3.08 

3.40 

3.53 

4 11 

2.81 

2.95 

20.0 

41.FEUDAL 

3.25 

3.18 

4 33 

2.64 

2.28 

2.33 

2.12 

5.38 

3.58 

3.38 

7.5 

42. D-DAY '65 

3.43 

3.72 

54 

3.69 

2 56 

3.09 

4 38 

~ 50 

3,60 3 56 17,8 

43. STALINGRAD 

3.44 

3.43 

3.74 

3 40 

2.07 2.52 

4 37 

5 15 

3.28 

3.04 

20.0 

44. TACTICS II 

3.51 

3.43 

4 30 

3 59 

1.45 

2.18 

2.32 

5 57 

4.59 

4 20 

11.6 

45. MAGIC REALM 

3.54 

2.74 

2.81 

3.13 

5.29 

4.42 

2 80 

4.06 

3.39 

3.26 

19.9 

46.1914 

3.87 

3 18 

3.40 

3.26 

5 46 

4 32 

3 86 

1.95 

5.48 

3 86 

55.0 

47 GETTYSBURG '64 

3.88 

3.59 

3.84 

3.54 

2.68 

3.39 

5.08 

4 51 

4 34 

3.98 

12.5 

48. KRIEGSPIEL 

4.04 

3.77 

4 20 

3.85 

2 13 

2 94 

2 93 

6.09 

5 20 

5.29 

9 8 

AVERAGE 

2 92 

2.73 

3.02 

2.70 

2.79 

2.82 

3.24 

3.38 

2 90 

2 84 

19 6 





































47 


Vol. 16, No. 6 of THE GENERAL really raised 
the ire of the tvargamers among the readership 
as they vented their displeasure with our second 
SF/Fantasy issue with their negative votes. The 
resulting 3.82 rating of the issue was the worst 
since Vol. 12, No. 3 polled a 3.96 with a 
JUTLAND feature. The message seems clear 
that we should steer clear of future SF/Fantasy 
features, or at least limit their appearance to a 
maximum of once a year. Scheduling DUNE so 
close to the MAGIC REALM feature was a 
definite gaffe on the part of your editor. Despite 
the negative feedback from the SF haters, "THE 
ESSENCE OF DUNE" ran away with best article 
honors with 526 points in our 1 200 point rating 
system based on 200 random samples with 
three points awarded for a first place vote, two 
for second, and one for third. 


The Essence of Dune .526 

SERIES REPLAY: Anzio Diadem Four-Player 

Variant.184 

1914 Diplomacy.147 

Rules of Conduct. 116 

The Hunt. 63 

Origins Preview. 48 

The Asylum. . . 47 

Just Another Pretty Face. 26 

Two Is Better Than One. 16 

Avalon Hill Philosophy. 16 

DESIGN ANALYSIS: Anzio Designer's 

Notes for Diadem.\ 11 


We'd like to thank the dozens of readers who 
volunteered for recent playtests who weren't 
selected. We regret it is not possible to answer 
each application personally, but were we to do 
that we'd never get any work done. However, 
here's another chance for you. Our latest project 
is a revision of the PANZERBLITZ system to bring 
it up to the state of the art encompassed in A/W. 
Besides revising PANZERBLITZ and PANZER 
LEADER so that they will have a common set of 
counters and rules, it will also clear the way for 
several expansion gamettes on such themes as 
the desert war and the early years of Barbarrossa. 
We have openings for a limited number of "blind" 
testers who have experience in the PB, PL, and 
A/W game system. Interested parties should 
direct their applications to the attention of Don 
Greenwood at Avalon Hill. 


With all the self-praising hype one is exposed 
to from the various companies and "name" 
designers in the hobby these days it was reassur¬ 
ing to see that at least one game company presi¬ 
dent came out with a statement defending the 
gamer. Quoting Howard Thompson in issue 28 
of THE SPACE GAMER: 

"We've always felt that the poor gamer got the 
short end of the stick in our hobby. The publisher is 
known, the games are known, and the designer is 
known. But who is the best (player) in the country in a 
particular game? . . Until a gamer is better known 
than anyone else in gaming our hobby isn't doing things 
right. Cash prizes for tournament play is one way to 
focus attention on gamers and the play of games as the 
hub of our hobby. This is one reason Metagaming (and 
Avalon Hill) doesn't feel that game covers should be 
cluttered with the names of designers, developers, and 
whatnot like movie credits. That encourages the 
"author" cultism that plagues and hinders science fic¬ 
tion fandom. There is more to gaming than just adula¬ 
tion for the producers. The gamer is the guy who pays 
the bill and plays the games. He should be the one to get 
the credit and attention. The day will come when more 
people in gaming know the leading gamer than know 
the president of a company or a designer. That is a day 
we should all be willing to work toward. That is the day 
our hobby will have grown up and done something more 
for our customers than count the dollars." 

Would that it were so today . . . 


Infiltrator’s Report 


The latest bad news in our losing battle with 
inflation comes in the form of the following price 
increases which take place immediately. TAC¬ 
TICS //and WAR AT SEA go from $ 7 to $8, and 
MIDWAY, BISMARCK, LUFTWAFFE, TOBRUK, 
and IMAGE go from $13 to $15. MAJOR 
LEAGUE BASEBALL increases two dollars from 
$15 to $17. 

FIRST SECOND 

DEPLOYMENT ROUND ROUND 

(Hex ft) (Hex #) (Hex tt) 

GG8 Napoleon, LdrB, 71. 3GI.4C. 1GC HH7 GG7 

FF7 Davout. Ldr A, 81 GG7 GG7 

GG6 Soult, Jerome, 61 HHS 

CC9 Ncy 
HHIO II 

The solution for contest no. 95 shown above 
generally follows Napoleon's historical maneuver 
in 1815, but it has been strengthened by using 
Soult's corps to outflank Wellington and attack 
the English supply base at Antwerp—the very 
maneuver Wellington feared prior to Waterloo. 

Briefly, the French maneuver is executed as 
follows. Beginning in hex EE8 with his original 
force minus Soult, Ney, and 11, Napoleon force 
marches to hex GG8 (2MP), where he is joined by 
the reserve cavalry from Rheims (2MP), and 
Leader B and 21 from Metz (3MP). Detached from 
Napoleon, Soult and 11 begin with Jerome's corps 
at Amiens, and advance to hex GG6 to attack 
Antwerp (3MP). Marching from Paris, Davout 
joins Leader A in hex FF7 to attack Wellington 
(5MP). 

During the first round of combat, Napoleon 
attacks Blucher at even odds; committing the 
guard, the die is modified by # 3. The result forces 
Blucher to withdraw to Liege with the loss of four 
points to Napoleon's two. In the center, Davout 
attacks Wellington at even odds, the die roll being 
modified by one in Wellington's favor. This results 
in Davout and Wellington each losing one strength 
point. 

In the north, if the British remain in the field, 
Soult attacks at 2 to 1. The die roll modification of 
U2 will force the British to withdraw. Conversely, 
if the British defend inside Antwerp, the even 
odds attack still leaves the British in an untenable 
position, since they will suffer losses not shared 
by the French. 

During the second round of combat, after the 
Prussians have withdrawn and Napoleon has 
advanced into Namur, he will join Davout's battle 
raising the odds against Wellington to 2 to 1. If 
Wellington attempts to disengage and turn on 
Soult, the battle becomes a general engagement 
between the French and English at 2 to 1 odds. By 
committing his remaining guard, Napoleon can 
assure that the English will be forced to withdraw 
from both Brussels and Antwerp, leaving Well¬ 
ington with no supply base until he recaptures a 
port. 

At the end of the Combat Phase, the French 
should hold Antwerp and Namur with one 
strength point in each. With five remaining 
strength points, Soult should remain north of 
Brussels to prevent the Prussians from over¬ 
running the French line. Napoleon and Davout 
should besiege the Allied garrison left in Brussels. 
Of course, the French will probably have to fall 
back to defend Paris against the Prussians and/or 
Austrians during the second Game-Turn, but the 
best Allied commander will be delayed at least 
one turn from being able to threaten Paris. 

Note: All French forces which were not listed 
above, remain where they are initially deployed 
and do not participate in combat. 


Your intrepid puzzle designer (Mick Uhl) 
admits to error in Contest 94. It was pointed out 
by some of the more astute in the audience that if 
the Bene Gesserit evacuates Habbanya Ridge 
Sietch, the solution doesn't work. When last 
seen, Mick was racing across the sands pursued 
by the Shai-Hulud, or was it Don Greenwood? 
Anyway, the winners are those who gave the 
most succinct analysis and criticism of the puzzle. 
The ten complainers-turned-winners were: 

M. Simonitch, Concord. CA; D. Kaufman, Storrs, 
CT; L. Desy, Jr., Worchester, MA; J. Burnett, 
Clinton, TN; A. Dudderar, Frederick, MD; G. 
Boggess, Columbus, MS; G. Mallison, St. Marys, 
PA; R. Hotz, Chicago, IL; L. Zoet, Wyoming, Ml; 
R. Whaley, Knoxville, TN. 

The current free agentry problems of the 
baseball owners was superbly illustrated in the 
player draft of the most recent Avalon Hill 
Baseball Strategy League this past spring. Each 
manager paid a $10 fee for a franchise that en¬ 
titled him to draft players based on the perform¬ 
ances of actual American League players in 1979. 
After the draft was completed, an auction was 
held for those players who actually played out 
their options last season. Virtually all the free 
agents were selected for prices well above the 
draft cost and most of the better ones went for 
prices far exceeding the cost of an entire fran¬ 
chise. If it makes you feel any better, the biggest 
free agent spender finished third. 


CONVENTION CALENDAR 

The following list of gaining conventions is made 
strictly on the basis of the presentation of a date to us by 
the convention publicity chairman. Avalon Hill docs not 
necessarily attend or endorse the gatherings listed below, 
nor do we mean to suggest that events using Avalon Hill 
games will be held there, although it is likely that at least 
casual, open gaming with AH games will be present. 
Readers are urged to contact the sources listed for further 
information before making plans to attend. 

SEPTEMBER 19-20-21 
FALLCON, Cincinnati, OH 
Conatct: Eric Franz, 5873 Lcngwood, Cincinnati, 
OH 45244. NOTE: WS&IM, DIPLOMACY, 
THIRD REICH. 

SEPTEMBER 20 

EDAIN RALLY III, Arlington, VA 
Contact: Bill Pittman, 138 Abington St., 
Arlington, VA. 

OCTOBER 4-5 
ROCK CON VI, Rockford, IL 
Contact: Royal Hobby Shop, 3806 E. State St., 
Rockford, IL 

OCTOBER 24-25-26 
WI.NDYCON 7, Chicago, IL 
Contact: P.O. Box 2572, Chicago, IL 60690 

NOVEMBER 14-15-16 
WINTERCON XI, Rochester, MI 
Contact: Metro Detroit Gamers, P.O. Box 787, 
Troy, MI 48099 

NOVEMBER 14-15-16 
PHILCON ’80, Philadelphia, PA 
Contact: 873 North 24th St, Philadelphia, PA 
19130 NOTE: SF Convention with games room. 

MARCH 27-28-29 

CWA’s SPRING GAMEFEST, Glen Ellyn, IL 
Contact: Jeff Clark, 1210 S. Chase, Wheaton, IL 
60187. NOTE: SL/COI, WAS, AH CLassics, 
DUNE, RB, FS, WS&IM, TRC 
















OPPONENTS WANTED 


OPPONENTS WANTED 


OPPONENTS WANTED 


Jil jibm Vi\ id N.G. cmnefii im! Ncii [sbm, you 
gw vyj-lcin. ftck. kbXTUFMt, Tit rinkitc lisle* {.'all 
■rTI iji|M gwH! {.'At, tffliM! N £-l||ft* Jr., 
SUIT Carlisle 1 Ur., Wert, Mobile \\. 

aoy-344-Mrt, __ 

AREA 1 V.Kl 1 juil mui-rd l^jk Ai k arisas from C A. 
Nral faf iwnwiiH tn-Orij. Funlal, SST, TUB. 
Jit. St. SOL COB. Afcn, VitP. MU, {At. 
rkt Briar k AreJerion, 3IV Miytaie Lb., 
Bftlhttilk, AR liin, _ 

Wrincna'l Anjnn? id play ftf or pbm Tflt. Alio, 
At. MK, KM, AIW. Kiitt A [Ml (IgM 
Will Mr tin n/iyone. Will an-swtr trticn.. John 
Stoll, 261* LilhI ft., II Smith, AR T?Wt. 
64frHft3._ 

"Th« hikl.Fi J.Q. of U2 Kid" isJuovt. Necvlvwrr- 
i hy opiwimcrii. I'wJim Ckattuii in all. win play hr 
ub ansihirg. Own SL, TUC. R oiihgri. lah-n 
Amteewre, WH Sttwol irDrt.Orark.AR THU*. 
BTiim, _ 

NWiMt -OppMrnts ftt 5L. COl, COU. TRC, 
fTii. AZ. a-ntl Sub. Ciii wij pUj iar wirurowfr 
111 ktit<n J-mL Urap by in J hive lure ]aba 
Amkrstm, 90t SftHWl Sllirt. Obafk* AR 
wmj_ 

Afemt iKiap adult Hiti nr opponrnl i m W 
ni«M 1 aHM Vow fllMe or talrtt ft" AK. JU. 
MU. PL, mt, ST At., 1R, TB, WAH. and 
Mbrts. Bract JohlkiML, lltHtW, W'aikian Road, 
&uck*yt, Ait B3326. fl3i-5M-6.i ni_ 

tJOO rjlcd plj) cr sodi Tina pbrn game. All Irtft+s 
soiatrcd. ttw tftC, 5L. CT)I. WAS, (HP. I.T3A, 
ft. t JutIic H u S &n, W Menlo Plan, [itrktlnr, 
CAM TOT, SH-7BIJ _ 

ftqgJnniBf l! jr. riit wirganare toolLrif forUrDp, 
pntnil Ha*r JR. SLB, SL, BIS. FT I pwfrt 
jail'd. AlVf flu5* irtAimr? AMbofijf C«W* «J6J 
Capitlraius A™., Canon Falk. CA 9130*, 
Jlj-W-BllJ._ 

College an fame*. w-cks ptini uppaiKTls Tur 
TRC. Alt. and JK AM flf Due* Milk 
Simonilrii, 1,1 JQ Dawning PL. CrentiM*!, CA 

iWH.fiftHMZl,_ _ 

it yr, bill, nem Eaied gainer, teeli pbm opponents 
for Dip. irintrtnlnJ in playing Jar Tun, whit. 
Bob i«Di«n. i*5 Rwwlw C-rde, FtaftrUw. CA 

BftM. _ 

P6BI DIP. KM. St A. WAIL Cnrj. i-vv-i' 

"mm. "t.i3"e nl MonEs“, vubi Sfirfr. 

Uirregjmc fen FREE, villi vab IMti Drt Grande. 
Ui fm«i Bnif.. Oiertibrim. CA wwh. 

AREA rated *ioii loullng for ^me lopNn L.W. 
AK. Bl>, li i hen if you lute iy|l«n. Ftt aLmoil 
anylAing cIh. All Iciaen. arriurrnd Ell tin). 
1140? Oifafd Avf„ Hiwibonw. CA H5IS0. 
iti-gTMt;;. _ 

Neri IJffl * oppnfttni^ for |tpuu » StAI H BR. 
DQ'rr, t'H Am 33-35. H yn. Old. Hazed umnn 
flbljr. Turn WiHums. t CArtipaAnd Ww. Huik. 
CAW1H. WW_ 

U jrr. aid urargamet mill hdicyan rMhTKOti 
u * dikirame imHun eom|ieiJiion Tor SL. CUi, 
CBIT. WSAJM. and JtW. Will iKo plat your 
ravornu. PaL Carroll, ItW E. Elm. «J, Lodl,CA 
?JT4Q. FW^TU?_ 

Pbm opponent* Tor LW, Ak. TRC, l‘U, BU and 
BL ARLA r«ed pr4fe*Kd 3S0, PlflV id ElbiiN ftT 
TB. PL, -STAL, WAS, VJTP, Mtt. «W- Miierl 
CiFbomxau. t*M 5. H»ajd** i). Oftamidr. CA 

m«._ 

Clunjxd my rarer friwn Mkliact Jackawn lo 
Tnnwiiv SeUrtt. FM {ipponenii v4ju«i for tRC. 
VHP, JR. Tim Mini. Mi VvitxuCi.. IMlv 
biMtfi., CA MWdt, *1 MtlMtU-_ 

Are you looVinp Toe rrtv btomt in Pbc Hay arm? 
Jmt arrixThl Inm Hie nudvryi Piwiifit TRC. 
Pit, Ak.SU ll, AOC.ol herT. AREAnlrd. Janm 
D. Jmlii). I.rttri man Army tail itUIB of RrtrifeK, 

Bn. <», Prftid.o AT San Rnnelmv. CA Mtjs, 

4IM33.JJA1 ____ 

I hk>e it*.Li at AH #iitm JMVE gath#ring; don. 
1'm looting Tor regular flf opipooeni in my uca 
oprtully (Of DIP, TRC, JR, CM. and mw- 
Manta Tpw~?iin. i« ndmuIi &,, ftedvrod Cf 
it. ca wpaa, aiHiw jwt. _ 

F '■ l »j.*Jiinf fljirwne.n named lor .SI , ( CM. 
COD, WA5 r RW, anilmnn) «Mti. AREAriltd 
IMW-r. Lm.ied iiarupou: Sun nifgo. Et Cajon 
area. .Sc del begg, lilt Thiille Cmirt. San UlegO, 
CAKtM._TH.265H 161_ 

Bloodibinly IJ yr. old wiM Bp*auf. dnlroy. or 
diosif mher anybody uHudufi lOLhiOrngr me on 
SL, PL. CCI. or COD Will pkay pbm Boyd 


Slftrr. IJWI'.a Wtkr A^.. Som. Any. CA 
WW.TIt-ftJNPl. ___ 

Vouoi Aval,*, KIR ptayaflun BL.QE, FL.TO 
W',ll per JUandSl-HHn. Will pbijinby. Any ctutn 
aikiund Santa Ceiii’ Cbri. Paritira, tSil Angela 
Df.. ^ena Cmr. CA OW65. RS-l73A4i: 

Tietd Marshall Fn'Lr le^mnli nrnlHy onponrnr 
Tor pl»l AK Am ARE A i*l<d ptiw. U(B Gregg 
Frill, 416 Florida, Vallejo, CA S4JK1. 

_ 

ACf-A u'.lJ JC. uam- ■_ 

SL, SST. anil TRC Pbm or Ilf. All kilns 
jmatied aRSA rawl poly- Bmi t.omia. j4ui 
Shernnod lid . W'illi.>, LAVSJ W, 7t>T4J0^JJA 
■WaHI AREA gamr*. pNlI luridfltd Ak. BL. 
CC'Ai. I^IJ WStM, MD, otiFyon hold Ijilem. 
Ralnl adutl IHKJ lrvo*.] t'll ataagn Initb game), 

aittu-er tellers Tcny CwiMm, iwl E- &»»n 
PI , Awora, CO RQfl I J ■ rt&JAOk 
2T>| omlfdgliris raykt aetuU Ufa Itlrf 

mm pennon ir DD, 1 Rf, RB. [peoy. Wat], AH In- 
Kli biwmivd All gamr> ^mplrtcil, Blit Ten 
IWE. JM?0 Alb Avenue. tkrnMer. CD RtM. 

JBMW-MML _ 

'■> ! '■ ' ! i i ■ •■■. Hiin[ 

witll qiulilkn. I'll Like eilbcT vide, nr iwiuli. 
Send arming drFenrf.t joo wmi Ru^iao* Let- 
lervanvaeied, Gaurige Sreboimk, SjfeHlJI Lane. 
Df buir. CT OMI0, aU T- H.MHl 
A Rl: A raceil IJdUwamv ptan COl. JR. bu. rwedi 
Miiemi W'itl learn jour. W'UI alia pbm AZ-, RB, 
PL 2*yrv uld.AREAofMirtjnoreiKiu.'t ieve 
Caiim, 14 Piheui Ave., Croton. Cl M}4t>. 
aH-tdfrlMH. 

Cemnctrieui Game Cl ub: momhly meeungi, flf 
r-OfitaJeti-UOn, iprCtal lllnal group), luc*l 
phqgHen. bt.momldy nemleucr, LLVurnemenu, 
Liifi 41} irmeibny. Inloralv itu'ludr. 5L. KM. 
DIP, SON, W'StM. JcTfCpfnm.n fceibni Trow 

>r. L TOWIH, VW4I47 

Aug pmer iceli, o|ic*iuieiiE) Inr fbm tRC 
Seenirioi or campaign ganse In linish. Lilber ude. 
Will il.o Ilf TRC and many iMHrti. Nell rated 
left Minin, efta bttnd CaMtgrujmte. 14?W Main 
St.. Stafford Sptingi, CT OMITS, aiJU -UIl. 

AREA retd Fbm tamo Ak, BPS. FB. FL#SL, 
ADD, TRC. Would ftfif diHancrnoi coo fir Ap 
P' 11 *,. Ail 1000 no lalrtig D*miP Eknnri:. 1(1 
CM Mft Utke Qg-r. ft IMBJ, 9P< Tjjt Wi 
Heed nr oHMMkfu roe JR, SL, PBl I fern 33 and 
fl>(. pUyer ujrry Tbpmta(“. IP* Kiutuook. 
Martinu.', CA WOO?, 66J ■ SMH 
\\ inirtl , r: m II, .nil. HIM t -4.n ri i nr i he bfi i H.I im- 
vyuem, CUD, COl, and SL, anywhere in F'hdla. 
aml.-'fle W'drtl, afta. Cdflrnd VOgrtwhl. 1 APIrtl 
dak a-H, Newirt. PE i«fl. MC-TJ*-JTl3l 

Tor ule DD’SI, CE r frl r HI4, plvkOtlke AH. 1-M 
game, Send SASt: Lo« fomptfie liu. Ml good 
eond. Burs Mopkm). 20 SiWJae LaAe r New Cut Ir. 

dc iy?a. Ra-Jimm,_ 

Openings I nr pbm DJP in ray fine, 'll. 1 00 for pone 
OUty. Fiflltij Journal, :w RttainflEt Di., 
urmgc Park . FL ITOT^, Mo4-J4mjhTh 
IT y>, idd nfrurt wrls pbm vyiliflii TiM Mid, SI, 
Any duty >ii Augmstg urea'. 1 Ron Lmdeey. J 1^7 
Trlfiiar SI . Augusta. GA J09IM. 404-.1 JS-JMII. 
AREA | Jooieek-t raietl pbm 5R; W5IM (tyuemi 
oeedrdt and 5L, COM, COD, PL AH leltrfi 
iiimitil, CMTorj Cbong. B Id AG LanbuB Si,. 

Hwwtata. HI Wjll*, WtW-OJjOL__ 

Ayg. I? ff, eld wMLi ptwt DD, PB, AK; nr SL, 
COl, FL. Sjjh. bis Heie COD. Preln up- 
ponfnli oT lamilaj age. Applied for AREA Chris. 
Gtauti. T|bl. \IeIl± Cl., il-uruiiuJu, HI Hill, 
808432.Sm. __ 

MllDI-plaincr pbm Tft{ Need rung glaytri piuv 
■ItErrule) Send far detail! irtd carluttr side 
(Mt-refenw and na« pftm e!p«if*ief Only itinbif 
ptaytn need veipumd. Sliebod Kelly, 140 
L meita da. CayponfETivillr. IL tUt 10. 
J13M21-3I5T 


WargamiEig studnm nf Hubbard High Sthogf, LI 
ydu art talct-ilcd in getl mg a club toyttber rail me 
between 3-7 p,m. wwkOayi gbit 10 4 m -1 p.*i 
weetkemf. Ed Miiitmyak. 1755 Vf. Hhh PL 
Cbkagp, 1L HUB, M3-I Ital, _ _ 

I warn oppanenlt la play RW. TRC. t AC. JR. 
wy grnl ell bet gunner. J'rti 4 geXkl [dayrr Unit I wiEI 
take anyopf pn Jn fgm,PL, l?tJ N. !Li*vif Av«,. 
Chicago, IL6 0frfT. 

Wunleil AREA ratert phoi OMwnenr* file THC 
and PB 1 am Mitd 1500 peeiyrtlonuJ. CMewgiV 
area oppanEnU pfelerred bun will ace-ppi orberv 


Raymumt Tplifbi Jr,. ISO I Gr«nvl f w. CMsagp. 
jl yr^TjTo._ 

Novin Btl player want! (rhendly ar ARfcA ntal- 
(IrtJhDfl Wilt play be^taneBi ur aw ppliorul mki 
KiL\e Seon. 5WH >e.irieu Green Drive. Deetiar. 
liA2MJ.3|?4M-W9-_ 

Adult WDMtlU Fifed 1 B» r rut ‘OSAD. Pbm 
bwd game! umidianeou-dy Lunre eaeh ul3e-| Dtp 
dD|y WSJ fm badChf Ntdb, First three juiliLtd 
spppnetnv jKajued N B Ontunit. IINT 
Hphrckdrr Rd r Glm cpc, J L 60033. Jfj4».l J3J- 
An> SL pfgyer* Jb Siiuth Chieagp attiT I'm m 
rtoncc whp'v Orvperjtr for apponemv fit only 
FJeikt all leueev ufilinerftl AREA 1500 SpnW I 
J.t. Ciuinei. Uiyfl Elm Drive., HrueJ Creu, IL 
«HJE r 3H-3JSIto. _ _ 

Help' Fj yr.pld gamer need! * in appgpemi I 
knpw how lo play p-ei IJ A] I game*. WiUleiEina 

[day rww Mr*. Hmt an. Drew Wasvmi. I« tar 
diaa Baa4. Ub* BhBT, H 630*4. Jll WlJflH. 

Midi Slit Am «H>»ra: MR AREA Fated Murk 
fArtrryl. 1 HU * *mvei Ridge. DrlflMt llrL. IL 
60*M,Jt2rM»T*W._ 

Tpprnamemy ChiJrtgjP W*maBl« Aywx: ly 
sponvorlrg ftf flruMr data toarnamema in TRC . 
WASv Ft, KM. W5IM.SL. AAOC,Cluvim, el. 
al. J*rr Clark, l^WSvCJlW. WhottaP.ILSOllT. 
iLZrgjfrtms,_ 

C hucagotand Ouaerd The CtiKagQ Waigjjiieri 
Awlciattan ijTfrrv gruopv and irvdieiiluals the 
rollaw log free pofMt^nr rrltftal pciMPOH. fre* 
ranking venire-, ipuinamcmv, mom hay magariEvr 
I ltd tad iWi£IU lotto Jeri oark, 13 IBS CHue, 
WbeMnn. IL jflj-fJ. Il2-«Mr?i_ 

E tftffrtlHciJ hhlR gktacT mRv itiHnl opponetav 

rurflfJUCOl.CUD Ha-eARfeACFI JW.MJ W.ll 

blay FtCm-ral-rd alib. Dennis RaJfcry, 1410 Mora, 
mgude D», Lebanon. IN *W53. 

Adutl gankr mkv firitl WSIM, TRC, ill, JR,. 
WiJiP and J174. Average player noi AREA tttlCd. 
Abo will pbm TRC. Artdy Warmer. MM North 
Hgeertweei, Mtiaker, tw 4 T 3 W. iiT-TBfl.jjjb 


ASici Vot A,H, pdyen- * yirtr» Ekp pUynci 
would like to play fifz SB, I ft. iTTb.kJl), PR. HJ , 
RW, WAS, AOC. FLEX for vide. Chmi Hykand. 
10 } Mnnh Chirkv Si,. Zcari*t. tA sen*. 
JlMUTHt_ 

Nrtdgfwd uroppoprtiiv Wiintaehar leurtiiit) 
■Lre published game. I am 7B- yean old and have 
been gaming lor ID years. Stoll JewelL. I0U 
Cbneflo Road, «i, Heum*. LA TDJW-. 
jQGSiMITj._ 

AietafeJlb user adutl deisrcv to learn pbm 
SST, .AK. DD, TRC, Jfi Any ftf ui ^bdell> 
TtiOmus E. Hordcaut, 1-4D3 Frcrnuui Avertut. 

ataeiL la iD4a.b*i-ij4i_ 

Prvptr -m Notlll Prtatr trop]' COuOt) W'y 
base a wirgune etaly. in «aiwe members. ARtA 
razetl peapk aJso. Meet every Sal. Kevin Combs. 
H2» Old BiUo. Pike. BeltkViJIe. M;D 3ffT05. 
SaFWTHdW-_ 

AREA CEI 1550 drvirev rated pbm uppOrvmls 
raoo and above for punw ia "DraU (using pb 
CRT} and Wat. Alan JludUerur, Re. 13. Bos 174, 
FrttartJek. MD ZJ 7PL JOI -Mi-JBEi._ 

tirredj gamer needs higher raling. SUCRE RS err 
Awy OppOrkFlU taiihg. 1-400 ■ Code er C«1dUrt 
used Answer all lelierv. Raun JluEion, 101 iGr- 
Ihi Park Dme, Hi. J, FruiLborg, MD 21532, 
30I4O-J31I _ 

Atbu'l iherr any wirgunerv in she Frotiburg 
CombcrGttd lira? 16 ]t. Ota vctrrafi »rkv Dtwn- 
pelant TlT opponenlv for most AH games. Brian 
Button, m. J. FuVsIl'iJi j- MD J1532.6K1-1JII. 
Help" U yr. old AkEAViW ntetis ftfiaSL. COt 
(COD7). LW. SSTartil 3R. Will play for Muod or 
fun, Jeff Helkri. (0* Cheitnut St., Ape 1, 
Gall Kerr bur g, MD3Q740. J0IJfi0JtW . 

Pbm Ak. BB. clrad. TAC, GAUD, WARL-A 

Flf BIS, DJP. other l. Any clubs aeound. Sran 
Donobw, ?5(H Haddaway. Livid. MD EHKL 
njrWH_ 

Adult w argamv gi *up seeks vin*Se ot mulEi-fda; rr 
ftf oppesnemv Ten s yean at g esperience. We 
play aitylhiFig aJtn± win, Coluhaiba. EKRaKt City 
area, (javd Siesft. I0W Pay Rs.-Sykeiviiie, MD 
TL7M. 44J-IIJ5._ 

Mgv-s. .v, h . W'urgamyri,. the MUt-tOA often ft[ 
AREA gaming. We ns*el every Thunday night 
6:00 P.M 10 12:00 A M <1 56 Rivof Road. An ■ 
dDver. MA BIS10. Marshall W, Koflir, 21 Aigitli 
Rd.. Amlovct. MA 01 It to. 6I74T5-3TJ4. 


Adol; gairifJ. (tied 0 ! ptuysng lOiltHFrO, *orls 
Magvr Realm or Dune club in ray area, please call 
or wfltr Harley LiOita, -*1} Monmlcrr Rif., 
801400. MA Cfll». IM. 4 QM,_ 

OWntarfitv warned Tot ftf SL, COl, COD .AJ 10 
.nietwied.« eLups vuhrt formlog or lOinlng all ke- 
cers answered. James I. Ormond, f Kljrna M 
■vlHihglOrt, IWA BUM. 617 2T3 JIMI 
ARLa jM» ueLv ialpd pbm. ftf fnr LW. Ak. 
rilrtt ftf in Nap. S5T(5cvn 2 r 4.ijt VIW, 1 TT6 r 
wy caisnen inyd, Am pro* is^jnai bui <s- 
prnmecd Randy Carswell, IDT Wildwood B.. 
Wiiislvrvie,. MA (j | BQ. 61T-T20-5m_ 

AREA 15QB w snJv lo play 5 pbm Karnes of Ak and 
5 Dbllt glftVcv df PB r boill will be tar AREA 
paisng. I.&.]is J, Decy, Jr., 1$ Hahin Hd., Wim;,, 
4tA 01604. tITrTjifrJCT._ 

Asnersyen Wargpm.ng AvyKiqiian' The u4)t<tl 
the futarr national democratic ill-habby 
wargammi eugauiraltali Monthly ntaiktlcT 
LOiimaments. piAbcpaRMrs, regtemal Klbnta 
oiairaiiim, and mare. Only SS^ycar. Gcotge 
WiWm, I2J3 fstwd Drive,. *20*. Ann Arbor, 
MTMLfB. 

Kelp 1 Ptayrti Heodcii rne KUTHH all mulll-pfiytt 
wargamtv. Will also play many one un one garnet. 
Fated or untiLod. All games flf, Dan Dilky, 4KH 
Lowed Budge. Bfoomlield HiJIi, Mt *«J3. 

42MJ17. _ 

Aduli jarntr looking lor AREA filed toftp. Id 
DDJTp TRC. My AREA JUOU s . Irflcey 
Dcl’oun IJ00S Dorr,d| N E . Grand Rapid*. 
Ml «Ml5.a|:Mdl -WHl 


EiKribWit pGycr lOOkittg (01 pbm riri W’AT. 
AK: (I f so pay 11*0 (ar AJW', RB. JlW , STaL, TB. 
I Hi. Idesperately Ftexd phone game for WA|r; | 
jerry Ntsison, 691 n. k<hh R«d.Tawa, Oiy, Ml 
43T41, 517.361-6*1?. 


A REA IM1 desires Filed pbm games in TRC and 
Fortress Eurapa- Keith Larton. 2TIJ W. Bhd- 
Soulb. Co lumbia, MU6 .Jjfl].3 14-44i .3450. 

Adu4t AREA 615 ABB «rts mud pbm for Pa. 
SL- Meed system lor SL. Also play hath, non- 
raLtd, for fort using honor system CJuik 
Hiwlstru. 1404 S I (Mi, Apt J. Omaha, st 
46IM.40a-HMfl|T, _ 

11m “OMaH a BEACH" wgrpmen dubwrt- 

mg new oirmheri Play all types of -wargarafv and 
fa nilvy. TOuthJftieiyiv, ptirts, tertolHtlimiv. W E 
have merabety Juergen C 01k. J»J 
Augus ta AvO- QmtmJm. NE 6*1*4, 401-J»-8099- 
Civib, OnuJifl itoKh. come aim try us- LaieCBh- 
U lo Wood, I2frh St.. OiTsuha, NL. Open Suita j si 
i( auWiOuve. !2:M ItoO QO. _ 

Fiet adult player serkv opponem (over Ik}. IJppo 
rtcnl for ri Hurtle games in Lav V^gas-Krmhssuti 
Have muu garnet .Many never played David W 
Purer It, Itav 157. BouLdcr CtLy. HV tSHB, 
702 29)21^’ _ 

EcpcrFenced iJ.-s. old, ARLA 1200, ocedsllf op. 
puftHUi lot SST, AIW-, hub. COt. RW. *R «mf 
euhers. AREA ar nan AREA games. Any vtabi 
around? Graham Colder, J3J2L Ed na CL., Spark 5 . 
W 6IJ4JI,-TpJ-lig-HIT. _ 

Adult pfayrr reluming alter several yean wanly 
scrkiit* osypyofnrs Ptuw in PB ami DIP Aoy 
jLiuai ion, any isde. WantEta ■ General Vcd. 12, No, 
5. ThOflHs Agncllo. 3 J* Howaid Asc.. Fait 
Lgtofl, Ptl. 01*10, an.TD-0m, _ 

W'amtd ruled or unrated opponenlv for SL. COl, 
COD. RW, TRC. W'AT. khO* Whrtr Esihrr 
pbm or ftf. Any clubs er-ju-nJ IreebaiJ? Andrew 
Maly, B7 Hymosjir, Duve., Freehold, NJ CTT22I, 

30I-4H .iru. _ 

(6 Jt. old average plain >rtJies opponceiv F rt Et,. 
TB, RW‘. I.W.TWC: inhlam'vCauruyarea, ftater 
Pewiiorv. P.O. Bos J75, GrtysIMic Purl. NJ 
07930. aO}-ii6-W6T _ 

Oppo-schlv w-jsnscU <tl lo North Bergen I'rrfrr 
MR.^J., PL.COIACGD. 3R.SST, eahvre. Wir 
try pbm. RaLed ot nut. Play fur fun. Dun 
Sullivan. 113 Spear El., Oaklaatf. NJ 01*36. 
ai4|T*TW; _ _ _ 

Looking rm >Mie«u 10 Mortrs C«m; to pG) 
lit. VHP *u run area rated. Dennis Fisk. !0J 
Gtartlboad Rd , Rdclawiy. NJ B7W6 r 621-1187. 
ftunning multi-player AF/DL campaign gume 
(Italy, 1X3} pbrti IniercUrd etniljci ttk: 
mofletate nthee gemv*. utyp, Send SASt: (ar open¬ 
ings. (tab ftkonda, 146 Church Si-. Wuodbridge. 

NJ IPWJ, MMJ3W5 59 _ _ 

FrefniPy TlT lit I m. MD. A Z. pbm fordid Oft 00 ■ 
neat from Europe. Japan oran-ywheBe over seat In 


AK. am ii .vragr OlajvF Idc Nkminiki, 36 Hear , 
■hikde Dr., MjIIseuii Like, NV SjUfO, 

EilrrNtTI?, __ 

fkvpcrutrJy wail iryj iq challenge appaneisiv gi SE, 
COl 4 COD. E live in Buffalo died work m 
Lockpon *rnt* Wsll travel m edher area in ploy 
Ilf. AUn Pacer. 9231 Alum He., ST-123, Clqieftor. 

NT laOJI, 6254^76 ___ _ 

Flf in nuoai AH paw warned, tw sTsT vi f p. 
DD. AL. Also would hke Its jam dub m hioeih 
Oureri) itea. For fun nw Me«t Nwk Piputa*. 
v . nushmg, NY 11 15b. 4M.0211 

.1 • . 1 1-.. mi -1 * r: *-. Ill : - fill .. in , FI . V*^.'^^. 

DIR. St., COE. plhers W Ihng Ip jnut ot lores 
riub All letters flEtswETtd Seott Cumcnm. 4 
Meadow I nut, Hlckivlllt. NT I I AD I. 
516-V3IC7m7, _ 

Modetaie gamer wit fn poini purriafe tontuato 
ire COD. Will also play AOC. PL, RW, TB. SS, 
BL. GE, 3SDB. Davy Pt^tv, IW Grand* *w M. r 
HuBuna,fan, NV 117-11_ 

Nttd AREA rated dppartcnLs lot J*Bik| lh ITT 
IftC. Pras iisunat IjDdbui evpe±kneed, Will pUy 
rtlhcr star attd mutualls agreeable optional rules. 
All Iniitiifitv antadcii krvsrs M. Murray, !> 
VimEtaten Drive. k.Lnder.haok, NV L3IIM), 
IlIrTSKfiH. _ 

May m lauds wuh ibe A met scan Wargemsng 
AjjaviUdon's iiiOrtlbly rlEsviktbcr, Convention 
nortecs, eei.fwt, Keiurloy/vpiiira*. dub tout- 
nurnem*. life wirel adi. Dun are ft per year 
from' Stuart Snail. R.D.2, Lines. NV t*44f. 
Jl **9404074_ 

Milih 14. tWO-wiaCnyWl bdThdiy aihf 1 int grai 
ol wiifaminf, UDd |\ f pit AIVS\, TB. JR. ESt. 
LW, and PL. Plctcanswn LltiL Anthony Cooper, 
4i i Himlaori Ale,. Matwpragua, NT llt». 

TM-4511, _ 

Need ioctaataed pi»?f 1 r 10 f 1 Uhh. iq ono-r*P«l pbm 
game of AK, Basie Bis, BC, FL, MD, PL, TRC, J 
ant IS yty. ofel Norman Sdeta. VHOGoHl Koad. 

** 1 - ),.-k. 11J: 'ie j * IV._ 

Looiiog for *-i? r siiiSrtii * uOd Then join 

■be AW'Aaod others agerct! the cannery Pt>m jait 
nr in all games. Frank Guile, t Geesetl Dr.. 
ftodtetief, NV H62«, Tit-247 5063_ 

Average player seeking ft! opponent Ids SL ns 
Povbeiict area, Any gamins dub* m Rwbesirt? 
Pteaoe cnnLort met Andress 1 Korol. I07K MauJen 
Lahe Rd . Rochester. NT 14615. 661-724B_ 

Oppanenl needed for pbm 1776, An*- Yonr 1716 
SyMettt. Cit»d I7T6. Novice Art*. Altower an hrtr 
lens, Jeff Siegel, *q Wamrooke Rd.. Svartdak, 
NY IQH3. *14473-JITft,_ 

tvjsffiviieed ■argentfi *eekv nr aduh opposlikm 

uplul hrs depending On game andrtFtnjjrtilJtKi. 
Wart Kimz, 4M Cbctvro Cgy, Wappvngeis Fold*. 
NY 12590, TH S31-236P_ 

Experienced gamer warns pbm ppestiofuu far 
TRC Will finish. Altai ft! in TRC, IR, M.R, FL, 
Rita PL, Jien Wait ms. Retail I. Bos 5M-A. 
jipelmt Late, NC 2BjHO, IHJiHftft.__ 

Hrip! E Rltl Urt.Jin'Rtr fiM fipps'ihenls. hired frF fdt 
COl. SL. AlW Any riuiH. In Cpiumhbs areal 
W'HI bLhs pbm AK. Tony Bourne, 15T, W. Palter- 
am Aw., CotarabuyOH *3202,2VI-IHH. 

■'Aid Ckpert hr dliri OflpOflcn! for EL, COL, 
COD. Challenge wyane i.u tJm State pf Otlta Wt 
der-ca.1 I he WeArmacbd. Also-pbns Atea, PB, Ml, 
&k iul’i* ie>.« oiertiafigy St., CtHumbui, OH 
i-tm, 6 1 A 267-3*71;_ 

MkEuIV 111 OptFortctils warned foe I nrndly mns- 
Migjol umifiE. TRC and JR Prefer Gtfftitns di 
Mtf -dubs Irf Hubrt Hrighls Or Not 111 
Dayton eroa? Steve Miliirt, nKft'J DigJ Df„ 
DayiPh. OH *542*. 2I3.83B7, 

Wantril: pbm apponersis for: Si,. COl. MD. SST, 
SUB and MR. Nerd systems. Hast a syttent far 
MU. Jam** 0. GMb, J*H W 11 Si.. Ckveliml, 
QH 4HB2,216-63 t-3a0L__ 

Desperate* 16 yp. oliglEE wnhef Pbm OiippeirtlE* 
far SUB. W'aS ar Krieg. Will leueatM Have 
10 Intn SUB pbm. CW'I have pbm ibertt. 
Theresa Jocdan, IVjfc Ryan Rd.. Frank lit). OH 
43005, 5H-744-M91__ 

Nuu-talcd Pt. aitaSL, Hi i ons 13, Areyriub* m 
my il til Andy Gili, 223 E. ITtfi Sl„ PorL Chnlon, 
OH <3432, 416*1X^691. __ 

Ltnlki 11 b hir flf m Litoraster, Zancvsilbe, New ars 
area Have DIP. fit, KM. 1.74, P&. PI., JR. Cult 
from ID 10 3 pen. D.StfWh Rsfigftyr, 222 N. Cal- 
umhus j4., Somerset. ON 4)713, 6N-H3-3t23 


ARLA 1120 seeks Filed pbm- AZ. advahvrd JIJ, 
me Cieimin III. basic w iih oplsonals Bfi. basis', 
nte Gernure. Fr'*B, you etmavc itac end uab. Lynr 
dan SMimkcf. ED* Side E.anne. Etyie. OK 7J66J. 

■Hif-VJH 3143._ 

Leaking M Adnutat If! l*.r me m It! Or pbm 
W VIM Have syuem andetocsid.^e. W iH take any 
talk Gtmlkmenly fun Dean Radronf. 37 It !v. 
Bern. AIDvro. EtR 97321. 30* IM-3-463_ 

AREA tJW+ drum pbm 10 !bc non tfaivj. 1 . 
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♦ FORTRESS EUROP A $15 .00 

▼ Divisional Level Western Front 
4 Campaign Game 


INSTRUCTIONS, Rate all categories by placing a 
number ranging from I rhrough 9 in the ap 
propriste spaces to the right (1 equating excel 
feni; S-avciago; and 9-terriblel. EXCfcPTlGN: 
Rate item No. 10 in terms of minutes necessary 
lo play game as recorded in 10 minute incre 
m-ents. EXAMPLE' 11 you've found that it lak.es 
’.wo and a half hours to play FRANCE 194Q. you 
would give il a GAME LENGTH rating of rJ 15. Jf 

Participate in these reviews only if you are 
familiar with the game m question, 


1. Physical Quality 
1 . Mapboanl 

3. Components 

4. Ease of Understanding 

5. Completeness of Rules 
0. Play Balance 

1 . Realism 

6. Excitement Level 

9. Overall Value 

10. Game Lenglh 
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The review sheet may btr cut out, photocopied, 
or merely drawn on a separate sheet of paper. 
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SQUAD LEADER SURVEY 

To aid us in the design of new scenarios for this popular game system 
we’d like your opinions on the existing scenarios. We have made a deter- 
mined e ffor t to producc a wide assort m cnt of secnarios wh ich di ffer grea 11 y 
in approach. By telling ns which ones you enjoy I he most, you can help us 
concentrate on the types which you like best. Asa further point oT interest, 
we’d like you to tell us which side you think is favored in cadi scenario. 

For each game place a T in the box representing your favorite scenario, 
a k 2' for the next favorite, etc. Rale only those scenarios you have played. If 
you feel that the Axis side is favored, circle the box in which you've made 
your rating. If you feel the Allied side is favored, draw a square around the 
box in which you’ve made your rating. If you feel a scenario is perfectly 
balanced or have no opinion as to play balance make no additional marks. 

SQUAD LEADER SCENARIOS 
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2. LJ 3. 
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i2. EH 

CROSS OF IRON SCENARIOS 
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CRESCENDO OF DOOM SCENARIOS 
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SERIES 100 SCENARIOS 
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THE GENERAL 

CONTEST NO. 96 

It is the start of the last player turn of an extremely hard fought 
Counterstroke at Stone (Scenario 28 of CRESCENDO OF DOOM)) game. At 
the end of his move the French player controlled ail of the 17 stone building 
hexes which constitute the Victory Conditions, 

Fortunately Tor the German, a bypassed stock of broken units in 3Q4 
returned to the cause of the fatherland during the French Rally Phase when 
Cpl. Uhl rallied not only himself but two of three broken squads in the same 
hex also. Unfortunately for him, the French squads in 3R5and 3S5 managed to 
break one of those squads again during their Prep Fire Phase. 

At first glance this still appears to be a truly hopeless situation for the Ger¬ 
man player. However, the German feels relatively confident that he can force 
his way with units already on board six into the big chateau (N4) on board six 
whose ground level contains all the French units on board six and thus 
eliminate that seven hex building from consideration, but the stone building on 
board four is out of reach and ts thus secure Tor the French. This means that the 
German must regain control of five stone building hexes on board three for a 
lie, or six for a win, or neutralize enough multi-hex French buildings to 
decrease the number of German controlled buildings needed for victory. Your 
task is to record the best German move as it applies to board three and predict 
whether the most probable result is a draw, French victory, or German victory. 



Fill in the chart below by recording the activity engaged in by each in¬ 
dividual unit during each phase. If a unit Fired, record the hex at which it fired 
and if it moved record every hex (in order) through w hich it moved en route. If 
a unit did nothing during that Phase leave the space blank. If a unit uses Double 
Time movement indicate this with the letters l CE’. 

Most Probable Result: 

□ German Victory □ Draw □ French Victory 

Prep Advancing Close 

Rally Fire Movement Fire Rout Advance Combat 


Unit 

Phase 

Phase 

Phase 

Phase 

Phase 

Phase 

Phase 

SquEid 1 








Cpl. Uhl 








Squad 2 








Sqd 3 (broken) 








Sqd 4 (broken) 








Sqd 5 (broken) 









Ten winning en tries will receive ctrfi Rea I rs redeem eble tor free AH merchandise. To be valid 
an entry musl be received prior to [he mailing af [he nesl GENERAL nnd include a numcricul 
ruling fur ihr issue ns a whole as wrtl as I is, i ihc hesl 3 articles. Thr solution will be announced In 
lhe next issue and the winners in fhe ful(owing issue. 

Issue as a whole . . , I Rale from 1 lo 10. with I equaling escelienl, ID equaling lerrihlel 
Besl 3 Articles 

1 ____ 

2 . _ 


3. 


NAME __ 

ADDRESS____ 

CITY _STATE__ 7A P 



















































































THE GENERAL 


HUNTERS FROM THE SKY 


Scenario I 



THE RHINE RIVER, March 24, 1945: “Operation Varsity,” the airborne 
phase of the Allies* Northern Rhine crossing, was to be the Iasi airborne assault 
oT the war. Artillery units and fighter-bombers pounded the German gun posi¬ 
tions in the vicinity of the drop zones lifting just prior to the arrival of the first 
flight of transport planes. The 17th Airborne Division’s first regiment to drop 
received little problems from ground fire, arriving so close behind the Allied 
bombardment phase. But Lhe second regiment, the 513th Parachute was not so 
fortunate. With the Germans no longer deterred by the bombardment, the 
paratroopers received heavy small arms and anti-aircraft fire as they fell to the 
ground. 


Board 

Configuration 


N 


VICTORY CONDITIONS 

To win, the German player must have undisputed control of the American 
“assembly building” as determined in special rule hi at the end of the 
game or eliminate six American squads. Squads that have scattered off the 
playing area and have not reentered by the end of the game are considered 
eliminated;for determining victory conditions. The American player wins 
by avoiding [he German player’s victory conditions. 


SPECIAL RULES 

1.1 Before the game begins the American player must randomly determine 
his “assembly building” and secretly record his drop points. To determine 
the building prepare a special deck of playing cards consisting of four each 
aces, deuces, threes, fours, fives and sixes. Secretly draw one card. The 

TURN RECORD CHART 



number drawn indicates the “assembly building” from the following list: 
ace = 4V9, deuce = 4P6, [hree = 4HO, Tour = 2W9, five = 2M9, six - 
4S2. The American player must reveal the building drawn in the German 
rally phase of game turn 4. 

1.2 Hills 621 and 538 do not exist. Note that all woods hexes in these areas 
do exist. 

1.3 AFVs may not enter any type of building hex. 

1.4 All wheat field hexes are considered “brushwood”. Treat exactly like 
wheat field hexes except it costs infantry units 2 MFs to enter, 

1.5 The German reinforcement entry hexes are determined randomly on the 
turns indicated. Each German reinforcement group must roll one die 
separately when determining its entry hex according to the following table: 
1,2 “ 5GG5/5GG6; 3 — 2Q1: 4, 5 = 4GG5/4GG6; 6 = Crop does not 
enter this turn, roll again next turn, 

1.6 The weather is considered “Moist” with no wind. 


■ft German sets up first 



A 

A* 

r + 





10 


^ American moves first 

1 

2 

3 

4 

5 

6 

7 

8 

9 

END 



Elements, 84th Infantry Division, set up on any whole or half hexes on boards 2, 4 and/or 5: 
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4-6-7 


kk 

2-4-7 




.. LMG 
2-3 

' B12 
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20L [4i 

JS/7PP 


Reinforcement Group 1, roll for entry starting turn 4: 


Reinforcement Group 2, roll for entry starting turn 5: 


kk 

4-6-7 


LMG 
-\ 2-8 
BIZ 

^X 35 

1 C/TSW 

y % 24 

< A + 

tS/7PP 

3 


2 



kk 

J 2-8 

4-6-7 

' B12 
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Elements, 513th Parachute Regiment, I7th Airborne Division, drop per rule {99) on turn J: 


kk 

8-4-7 

jibs 

4-19 

^ j 60 

1 

0 

1X11- 

m 

9 2 
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14 


AFTERMATH: After a short but sharp fire fight, the paratroopers of the 513th Regi¬ 
ment were able to get the upper hand and finally assemble their battalions. With their 


regiments in order the objectives for the first day were all seized and Linkup made by 
nightfall with the British ground troops assaulting across the Rhine River. 


































































THE NISCEMI-BISCARI HIGHWAY 


Scenario E 



VICTORY CONDITIONS 

To win, the German player must have uncontested control of any two of 
the following building hexes: 4X1,4CC6, and/or 4Y9 at the end of the last 
game turn. The American player is considered to have control of all 
buildings at the beginning of the game. The American player wins by 
avoiding the German victory conditions. 

TURN RECORD CHART 


SICILY* July 10, 1943: During the initial invasion of Sicily many American 
parachute units were given the task of blocking German unit movement toward 
the landing beaches. One such unit, the 3rd Battalion, 504th Parachute Regi¬ 
ment, landed two miles northwest of Biscari. After gathering as many of the 
scattered troopers as possible the undentrengih battalion moved out toward the 
town of Niscemi. As they approached the Niscemi-Biscari Highway, they en¬ 
countered and captured two Italian antitank guns. With the newly acquired guns 
to bolster their defenses, the paratroopers dug themselves in with covering posi¬ 
tions on the main highway. 



Playing Area 
is shown in red 


& American sets up first 

1 
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0 

h 

c 

c 

7 
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END 



^5 German moves first 

1 

L 

J 

‘t 

J 

0 

/ 

5 





Elements, 3rd Battalion, 504lh Parachute Regiment, &2nd Airborne Division, set up on any whole hexes on board “4” within playing area: 


kk 

8-4-7 

2-4-6 

ffi 

5 

1 6 

0 

1 XII - 

® 

V AT 

\ ® 

47 i 

5 

2 


2 


10 



Kampfgruppe elements from Reconnaissance Battalion, Hermann Goering Division, enter turn 1 on hex 5Q6 or hex 5GG5/5GG6: 


kk 

4-6-7 

it* 

4*7 

A*" 

CpI fivlnci 

8-0 

m m 

4 4 ' 12 

' BT2 

„LMG 

J 2-8 

G12 

35 

'W 

<D 

20LE6! -n 

8 41 


SPECIAL RULES 

E.I Building hexes may not be mined. 

E,2 All building hexes are considered wooden. 

E.3 The 47mm ATGs function as captured weapons (rule 90) for both the 
American and German player. For this scenario, both ATGs have gun 
shields (rule 63.5). 

E.4 The German initial entry hex may not be fired on in the German player 
turn one. 

E.5 No entrenchments may be constructed during the game. 


AFTERMATH: Not long after the Americans had finished preparing their positions 
with mines, a German column approached, made-up of mixed elements of the Her* 
mann Goering Division. Caught initially by surprise, the Germans soon recomposed 
and pressed the attack. But the German troops never fully recovered and the stiff 
resistance shown by the paratroopers proved too much for the Germans to 
breakthrough. With the armor support destroyed, the German infantry finally broke 
and dispersed. In repeated efforts such as this, the American paratroops were able to 
harass and block the German units from reaching the invasion beaches. 














































THE POUPPEVILLE EXIT 


Scenario F 


NORMANDY, June 6, 1944: With the invasion at Normandy underway, the 
first Allied troops to see fighting were the men of the airborne divisions. Most of 
the early encounters for the 101 si Airborne Division occurred at the many Ger¬ 
man strong points and scattered villages located behind the invasion beaches, in 
helping to secure the southern beach exits for the troops on Utah Beach, a small 
combat group from the 3rd Battalion of the 501st Regiment set out to clear the 
village of Pouppeville at beach exit number one. By 0800, Colonel Ewell and his 
men had reached the village and begun the attack. 

Board Configuration 


A 

N 


VICTORY CONDITIONS 




The American player wins if ai the end of any player turn he has un¬ 
contested control of two of the three multi-hex stone buildings on board 
“3” and has eliminated or captured both AA guns in hexes 3U2 and 3NT. 
The German player wins by avoiding the American player’s victory condi¬ 
tions. 

TURN RECORD CHART 


*1? German sets up first 


American moves first 


1 2 

3 

4 

5 

6 

7 

8 

END 




Elements, 3rd Battalion, 1058th Regiment, 91st Division, setup on indicated hexes: 
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Elements, 3rd Battalion, 501st Parachute Regiment, 101st Airborne Division, set up on or adjacent to hexes SCO, 5BBS and/or 3BB6, one 
squad maximum per hex: 
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MM G 
J 4-12 
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SPECIAL RULES 


F.l The 37mm AA guns may not be moved from their initial setup hexes. 
Note that this does not prevent the guns from rotating within their hexes. 
F.2 No units may start fires during the game. 

f\3 All hexes of Hill 534 and Hill 547 are considered ground level 
"Marsh** (rule 75). Note that building 3110 does not exist. 


AFTERMATH: With numerically inferior troops the American paratroopers fought 
their way through the village in heavy house to house fighting. But with the garrison 
losing contact with their battalion headquarters in St Come-du-Mont, the German 
resistance soon faltered with the local commander finally surrendering. Later that day, 
first contact between seaborne and airborne troops was made at the village of Poup- 
pevillebetvveen Colonel Ewell’s men and the 2nd Battalion, 8th Infantry Regiment,4th 
Division. 


















































































DEVIL’S HILL 


Scenario G 



VICTORY CONDITIONS 


The American player wins by being the last to occupy (with unbroken 
squads) the three entrenchments on Hill 621 at game end. The German 
player wins by avoiding the American player’s victory conditions. 


HOLLAND, September 19* 1944: Although the airborne portion of the 
“Market-Garden” Operation centered around the seizing of vital bridges, heavy 
fighting occurred over control of the highway section leading to the bridges as 
well. While parts of the 82nd Airborne fought to gain control of the bridges at 
Nijmegen, other elements fought for control of the Kleve-Nijmegen highway. 
One of the major objectives in the control of this highway was Hill 75.9. Better 
known as “DeviLs Hill”* control of this high ground meant a complete overview 
of the highway below. Even though German security troops operating in this 
area were small in number, when concentrated in defense of a natural strong 
point such as this, these troops often put up strong resistance. Such was the case 
when Company A of the 508th Parachute Regiment moved out to take “Devil’s 
Hill*’. 
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Element, 406th Landesschuei/en Division, Corps Feldt* set up anywhere on Hill 621: 
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Enter turn 3 on any east edge hex(s) 
from 2Y1 to 211 inclusive: 
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Enter turn 4 on any east edge hex(s) 
from 2Y1 to 211 inclusive: 
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SPECIAL RULES 

G* 1 The German entrenchments must be set up on three of the seven “level 
3” hexes on Hill 621. No other entrenchments may be constructed during 
the game by either side* 

G*2 The Americans may designate one squad prior to play which may place 
smoke once during the game. 

AFTERMATH: Covering some 200 yards, the paratroopers' determined attack soon 
drove the Germans from the summit of the hill. But the Germans recovered quickly on 
the reverse slopes and counterattacked repeatedly throughout the day. By night fall the 
Americans had gained control of the hill* though by morning the Germans had re¬ 
turned and inHhrated the paratroopers’ positions. Once again the Germans had to be 
driven out from “Devil's Hill”, 
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THE ATTEMPT TO RELIEVE PEIPER 

Scenario H 



VICTORY CONDITIONS 


To win, the German player must exit 7 squads (an AFV counts as 2 squads) 
off the west edge of board “2” via hexes 2Z10 thru 2P10 by the end of the 
game. The American player wins by avoiding the German victory condi¬ 
tion. 


THE ARDENNES, December 21, 1944: The key to the German Ardennes Of¬ 
fensive lay with a quick breakthrough and deep penetration. In the north the suc¬ 
cess of a breakthrough rested heavily with Colonel Peiper’s Kampfgruppe from 
the 1st SS Division. But the quick victories which had taken Peiper’s Kampf¬ 
gruppe so close to the Meuse bridges also left it in a position of danger. The 
Kampfgruppe had outraced most of its follow up units and had almost com¬ 
pletely run out of fuel. The back door to Peiper had not been kept open. On the 
morning of the 21 si Mohnke, (he commander of the 1st SS Panzer Division, col¬ 
lected the remaining assault elements and launched an attack in an effort to 
reach Peiper’s Kampfgruppe. The main German effort came at a point south of 
Trois Ponts on the Salm River. There a company of the 505th Parachute Regi¬ 
ment had set up a small bridgehead on the cliffs across the river. 
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Elements, 2nd Panzer Grenadier Regiment, isl SS Panzer Division enter turn 1 on any east edge hex(s) of board 1 ‘5' * from 5L10 to 5B10 in¬ 
clusive; 
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Elements, Co, E, 2nd Battalion, 505th Parachute Regiment, 82nd Airborne Division, set up anywhere on board “2” and anywhere on 
board “5” west of hex row “3” inclusive; 
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SPECIAL RULES 

H.1 Consider all hexes of Hill 538 as ground level woods. 

H,2 “Bore Sighting” (rule 78) is not allowed, 

H.3The American player may not make an “artillery request” until game 
!urn “ 3 ”. 

H.4 Because of frozen ground conditions, units may not roll for entrench¬ 
ments. 

H.5 The American artillery module is based on 105mm guns. 


AFTERMATH: In the morning hours the local civilians had informed the American 
patrols of German tanks and infantry assembling around Wanne. Just before noon a 
company of grenadiers supported by self-propelled guns appeared along a road which 
ran past the rise held by the paratroopers. Infantry teams equipped with bazookas 
knocked out the assault guns as they advanced but substained heavy losses. Finally ar¬ 
tillery support called in from positions west of the river, disrupted the German ad¬ 
vance. Further attempts continued in an effort to relieve Peiper but each met with little 
or no success. On December 24th Peiper’s men, leaving all their vehicles in the pocket 
escaped on foot and Christmas morning rejoined the rest of the 1st SS Division south 
of Stavelot ► 














































